

FILE NUMBER SEVEN 

October/November 1989 
Members' Eyes Only 




THE 



COMDWUi 


HORROR SPECIAL 


Issue 


Elvira, Mistress 




THERE’S SO MUCH IN IX! 







~^r. 






e? t:> cs ci: 


Psst... Page 2 

Answerphones and memberships figure in The Boss' latest 
rantings, sent straight from his hospital bed, where he seems 
to be having some terrifying flashbacks. 


Psst... Mark II Page 2 

Meanwhile, back at base, John Knight gets involved with a 
little shouting of his own, as this newest recruit finds himself 
having a few nightmares of his own. 


Top Secret — Do Not Read Page 3 

Once more, Agent Orange gives the low-down on the up-and- 
coming adventure releases, plus a few tasty pieces of gossip 
that have winged their way onto his desk. 

Talespin Page 5 

As promised in last Issue, here is a full review of the adven¬ 
ture creation program with a difference. The article includes 
an interview with the man behind the game and our own 
tongue-in-cheek game, produced to test the system and what 
it is really like to design your own adventure! 

Rainbow Warrior Page 8 

Extraordinary as it may seem, CONFIDENTIAL reviews an 

arcade game! What happened to the 'thought-provoking' tag 
on all our games? Find out as Tony Gibson talks to John Tre- 
villian about the concept of this new breed of 'green' game. 


Behind the Iron Curtain Page 10 

Jacqui Lyons recently took a trip into Moscow to take a look 
at the state of the Russian computer industry. She was there 
for only a few days, but in that time she witnessed a very 
large difference between the East and the West. 

An Evening With Elvira Page 12 

On a dark stormy evening late this summer, Elvira, Mistress 
of the Dark, was throwing a party, so Agent Trevillian and 
Agent Lockwood made sure they were on the guest list. 

SSI Page 14 

As the range of SSI's products continue to grow, Agent Lock- 
wood, with the help of Agent Hagan, look at two of their 
range of games and wonders if they are getting any better. 


Personnel File Page 16 

A new Agent. A new victim. The Personnel File this Issue 
focuses on a man who deserves never to have a restful night's 
sleep again. As the man who put the Horror into Horrorsoft, 
we ask hi m about hi s own personal nightmares... 

Gothic k Page 18 

Getting to grips with your first play-by-mail? Well, so 
is John Knight - and it's his job to take a look at 
another spooky topic in t he classic Cthulhu vein. 

Bestiary File/BixS^*^ Pagtf20 

-(^Another helping of monsters and mayhem 
,r in the form of the ever-helpful beastie cat- 



alogue and our ever-disgruntled cartoon 
adventurer. 




Adventure Writing II Page 21 

The second of three articles on the subject of getting 
your own adventure in the shops. Sandra Sharkey joins 
us again and takes a look at a few other types of adven¬ 
tures on the market l 


DIY LRP Page 23 

So you cannot find anyone willing to drive you halfway 
across the country to partake in a little live role-playing, 
eh? Well, perhaps you could grow your own? We tell 
you how! 

Future's End Page _ 

Yet another excellent story from The Confidential y>. 
Papers file; this time sent to us by Simon ScarrowyC?! 

A must for any sci-fi enthusiasts out there. 4 

J 

Dead Letter Box PageT6 

The essential contact place for tire whole Club! It’s free. It's 
fun. And it's effective! 



Puzzle Page Page 29 

The Cryptic Crossword is back, with the final solution to the 
Wizard's Cottage. Did Ian Urquhart actually complete the 
final part? Here also is a new puzzle sent in by one of our 
members - something a little different in the logic depart¬ 
ment 


For Your Eyes Only Page 31 

Including the ever popular SpeakEasy! This Issue the Man In 
Black sifts his way through his bulging In-tray and finds that 
the world just isn’t big enough for two Gnies! CONFIDEN¬ 
TIAL investigates... 


* * * * 


ACKNOWLEDGEMENTS 

Another Issue. Another set of "Thank You's". The Boss Upstairs 
sends his best wishes from his hospital bed to all the people who 
made this Issue possible: 

The Team, that is: John "I ^|jF Elvira" Trevillian (for not passing 
out when the Mistress Of The Dark blew him a kiss), Robert 
"Nimslayer" Lockwood (for dropping our sample Talespin adven¬ 
ture down the toilet) and, John "Spiderman" Knight (for his 
impression of Seb Coe when he found a creepy crawly in the 
sink). 

And the usual gratuitous crawling to the Special Mentions, who 
this Issue are: Tony Gibson and Greenpeace, Elvira, Mike 
Woodroffe and his team for the gorey Personal Nightmare, Tem¬ 
ple Games, Linda Williams for her Varnpish help on the Bestiary 
File, Sandra Sharkey, Simon Scarrow, Peter and Jann Bowers 
(and let's not forget Harvey), the irrepressible Ian Urquhart, The 
real Grue (with help from Neil Shipman), Matron X and all her 
lovely Hell's Angels at Hospital Care Block H and how could we 
ever re member forget the outright winner of the 1989 Ms. Hoover 
Hand Jive Golden Duster Award, Vera "I was so excited I spat my 
teeth out!" Sawyer. 
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printed by Bookmag, Inverness. All material is copyright of Inter-Mediates and individual contributors - rip us off and we'll send the bovs 
round, know what I mean! 
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...WATCH THIS SPACE! IN ORDER TO TRY AND KEEP EVERYTHING RUNNING SMOOTHLY WHILE I'M OUT OF THE OFFICE, I SEND THESE MESSAGES... 



IF YOU PHONE the Official Secrets 
Helpline these days you're often greet¬ 
ed by something designed to frighten 
you sufficiently to prevent you from 
trying to phone again. 

At the top of most people's "I hate 
XYZZY" list must be ANSWER- 
PHONES. We gather together all our 
facts, work out what we are going to 
say or ask, look up the number, and 
wait for what seems an eternity for 
Sarah to finish her call to the Jason & 
Kylie Fanfone 28p-A-Minute Club, 
only to be given the "Sorry, this is a 
recorded message" treatment My own 
daily cringe comes from dialing 192 
forty times in succession and hearing 
the same shrill voice explaining "We’re 
sorry, the Directory Enquiry Operators 
are busy". Incidentally, if this happens 
to you, it's a good idea to phone the 
Operator and ask to be put through to 
Directory Enquiries - they hate that 
more than we hate BT. 

Second on the pet list of hatreds are 
SMARTARSES. So when our ears are 
assaulted by an answerphone message 
that says "We can't answer the phone 
because we are all dead" it can make 
the blood temperature rise a little. 
Innevitably, the Smartarsc spends so 
much time over-acting that he does not 
have any room on the tape to tell you 
what you really want to know, such as 


Psst . •• A WORD FROM 
THE BOSS UPSTAIRS 


when he will be alive again and 
sufficiently recovered to lift the 
receiver. (We're still looking for a 
longer tape). 


After spending 25 minutes digging out 
the obscure few sentences in Issue Six 
of CONFIDENTIAL that tell us the 
Help-Line answering-times, we find 
that someone should have woken from 
their eternal slumber by 3.00 pm each 
weekday - right? 


want to charge too much, and we 
would like to continue or improve our 
level of service. What we really need 
is more members, and we need you to 
spread the word. Special Reserve is 
doing its bit, by paying for all the 
advertising, and John Knight and John 
Trevillian are doing their best to per¬ 
suade the computer magazines to write 
about us. When Crash gave Myth a 
Crash Smash review, it doubled our 
Spectrum+3 membership within 
weeks. 


What do people dislike nearly as much 
as Answcrphones and Smartarses? 
Well, how about BEING IGNORED. 
So if anybody reading this finds that 
the SMARTARSES are IGNORING 
you by leaving the ANSWERPHONE 
on and pretending to be dead when 
they should be alive, then please write 
politely to John Trevillian with your 
suggestions for a new message on the 
tape. Or send us a taped message of 
no longer than 20 seconds and we'll 
put you on this end, so that you can 
hear yourself answering your calls. 

And now for something completely 
different: 

How many people belong to Official 
Secrets ? You're close (probably) - 
now see if you can work out how the 
club makes a profit. 

Right - it doesn't. 

Just recently, we've had to put up the 
price of membership, but we don't 


So that you know just how well we are 
doing there will be a Membership 
Chart or suchlike in the coming issues 
of CONFIDENTIAL. There's an 
opportunity here for someone to win 
two games of their choice by design¬ 
ing a graphic to be used to monitor and 
display our progress. A few columns 
will be reserved for it (upright or hori¬ 
zontal), but your design can be bigger 
and we'll reduce it to size. Just send 
your entries to John Knight by about 
the end of October. If we use your 
design, John will phone you to ask you 
which two games you would like. 


Who's there? Get away from me!!! 
Nonono don't shoot - It's a nice record¬ 
ing honest, I didn't mean to say those 
nasty things, no no I didn't mean it 

really.... bang..agh!.bang..agh!. 

et tu JT. - - . 



THE BOSS UP IN WARD 3. 


A Little Psst 

HI. YES, I know you have all been 
waiting anxiously for the time to arrive 
when you could rip open your enve¬ 
lope, turn over the first page to read... 
my section! Well, here I am, back with 
a vengeance! 

To begin with, I would like to ask how 
you all liked our new answerphone 
message? Our other ideas include: The 
sexy voice of Vera (our Sam Fox 
Mkll) and the Whodunnit' saga star¬ 
ring The Boss Upstairs. Watch this 
space for more details!! Seriously 
though, the Helpline can only exist 
with your help, so if you have com¬ 
pleted a game, send us a solution and 
your name will go in The Boss’s black 
hat and a draw will take place bi¬ 
monthly. If you are our lucky winner, 
you will have the chance to pick any 


3NT 


Downstairs 


game from our latest catalogue FREE. 
What more could you ask for, so get 
those pens to paper and I will expect to 
receive them in the post tomorrow! 

Now we swiftly move onto this mon¬ 
th's list of games we desperately need 
solutions for. They are: Space Quest 
III, Stormbringer, Journey, Blood- 
wych (maps and solution, please!) and 
Bombuzal (especially Level 57). Can 
you help? As I'm on the subject of 
solutions, I would like to thank Pete 
Bowers for all his time and help in 
compiling solutions for Deja Vu II 
and Personal Nightmare. 

The winner of the Solutions Draw this 
Issue is Mr. G. H. Walker of Worcs. 
Well done! Lastly I would like to ask 
you all where your Who Shot TR?' 



(.Q j 
/**/£, 

• competition entries are, because we 
haven't exactly been overwhelmed! 
Come on, adventurers, get your brains 
working, some of you must have an 
idea. OK, it's time for me to get stuck 
into Issue 8, so, until we meet again 
(possibly at the PC Show), goodbye... 

JOHN KNIGHT. 
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..TRUSSED UP WITH NOTHING BUT TOE HOSPITAL'S RADIO THERAPY , I'M NOT CLUED UP ON THE LATEST GOSSIP FROM THE COMPUTER WORLD... FILL ME IN, ORANGE... 


RET NEWS-DO NOT READ-TOP SECRET NEWS-DO NO 


G K IVT T O JEfc A. T<T ( J E * S 





News File 


Well, the poor little pigeons are fi ndin g 
all this hot weather a bit wearing, espe¬ 
cially due to the sudden avalanche of 
Autumn releases. There's a few adven¬ 
tures and a few RPGs, but no news on 
the impending Magnetic Scrolls adven¬ 
ture. It leaves me to wonder when that 
will land on my desk, but let's hope that 
when it does, they (a) release it for 
Christmas, and (b) tell the News Desk 
first! Anyway, without further ado, here 
is the latest mucho secreto info that has 
landed on my desk in time for this Ish! 


FIRSTLY, LET'S HAVE a look at the 
Electronic Arts autumn bundle of 

goodies... 

The Hound Of Shadow is their new 
role-playing adventure. This game 
uses a new system which they are call¬ 
ing Timeline' which means that when 
you create your own character, you 
give them a detailed background. This 
includes their date of birth, sex, skills, 
attributes and profession. The story is 
set in England in the 1920's and is 
about someone who becomes involved 
with possession, murder and revenge. 
Quite a lot of the games that are 
appearing have picked up on the Love- 
craftian horrors from the Cthulhu 
mythos, and this is no exception. You 
find out strange things that you wish 
you hadn't, which eventually become 
part of your even-day life. Many 
other role-playing games are based 
around the theory of puzzle-solving 
and logical thinking, but The Hound 


KeefThe Thief is a second new release 
from Electronic Arts. This is a 'dan¬ 
gerous, daring and delinquent tale' 
(another wonderful 'it sez 'ere') of a 
once abandoned baby who grew up 
and mastered the ways of thieving 
despite attempts by priests to bring 
him up with a good education. Hmm, 
this sounds familiar, so don't be sur¬ 
prised if the sampled soundtrack was 
written by Lionel Bart! He was ban¬ 
ished from the Temple Of Mem (that’s 
Keef, not Lionel Bart) and left to sur¬ 
vive on his own in the Tri-City area. 
For Keef, thieving was easy and his 
way of living, but exploring the city 
wasn't. His quest is to find the pieces 
of a statue that are scattered around the 
kingdom. If he manages to find all the 
pieces and reassemble them he will 
become the new God King. Will he do 
it? You'll be able to find out in Octo¬ 
ber, if you have an Amiga or an IBM 


PC. Can you wait? 

But hold-on, that's not all from EA's 
press pigeons this month! The third 
title is called Sword of Twilight which 
is scheduled to appear on the Amiga in 
late September. This is called a 
'multi-player role-playing adventure 
with arcade-style elements'. Well, that 
about covers every category in the 
computer industry, unless it can play a 
neat wargame too! Well, it could pos¬ 
sibly play chess as an alternative, as 
the programmers are Freefall Associ¬ 
ates who brought us the unusual 
Archon. Haven't got a lot of informa¬ 
tion about this one, but it does sound 
as if it will be worth checking out. 
Still, it doesn't say here how it incor¬ 
porates all this mutli-playemess, role- 
playingness and arcade-ness, if you 
see what I mean? 

Latest gossip on Amanda Barry is just 




Of Shadow is a realistic simulation of 
an imaginary world that could have 
been, many years ago. The release 
date for this game is late October for 
the Atari ST and the Amiga, with the 
IBM PC versions following in Novem¬ 
ber. 


»!•] 


NOT READ - - - TOP SECRET NEWS - - - DO NOT REA 
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READ - - - TOP SECRET NEWS - - - DO NOT READ - 



in: Those ear¬ 
rings are now growing 
again, as seen above in our exclusive 
picture. In a recent telephone conver¬ 
sation Ms. Barry did not hint at all 
that Infocom will be releasing a new 
game called Mines of Titan at the end 
of October. So expect that around 
then. More news to follow... 

Gary Gygax, of Dungeons & Dragons 
and New Infinities fame, is currently 
being romantically linked with Info- 
grames. The adventure guru is being 
consulted over their new game, 
Drakkhen, which will hopefully be 
available in the next few months, 
along with SimCity ("A game which is 
what Populous should be", said one 
anonymous spokesperson), and the 
long-awaited Tintin ("A game which 
isn't what Populous wasn't", said 
another anonymous spokesperson). 

A big 'Oops' passed onto me by the 
Editor (Big Ed.): "The address for 
Tertium in connection with Calvana 
has changed. Letters are getting 
passed on, but the new address is 27 
High Street, Bumiston, Scarborough, 
North Yorkshire, Y013 OHH. There 
are also strong rumours that Tertium 
are going to be running a new comput¬ 
er game called Android Arena in the 
near future and I am investigating this 
right now. Bye". Well, thanks Big 
Ed. Now back to the plot. 

Accolade are also in the mood to fol¬ 
low EA and release a trilogy of games 
in the very near future. Conspiracy: 
The Deadlock Files is the first of the 
line-up. It throws you onto the streets 
of New York witnessing a plot for 
Government overthrow. The Dead¬ 
lock Files of the title seem to be the 
various pieces you must find (why do 
so many of these games involve find¬ 
ing scattered pieces? If it's not files, 
it's staves; if it's not staves, it's Chinese 
fortune cookies; if it's not...), and save 


the good ol’ US of A. 

The second continues this 
sort of suspense and espi¬ 
onage theme, being The 
Third Courier, which is set 
in Berlin. This time the 
'pieces' are NATO plans 
and they promise a new 
style of role-playing, 
which should be fun. 
Infinite scenarios are also 
promised, but that 
sounds a little less wel¬ 
come, as anything infi¬ 
nite in a computer with 
only a finite memory 
smacks of a cop-out. 

But we shall wait and see. 

Don't Go Alone. Sound advice 
indeed, though this is not the latest 
Crimewatch UK slogan, but the last in 
Accolade's trio of games. This one is 
a mystery, by nature as well as by the 



fact that the pigeon lost half of the 
message. From what I can gather, it's 
a ghostbusting tour of a creepy old 
house where your grandfather went 
insane. Guess you’ll just have to wait 
until this latest in the horror trend gets 
a bit more air-play. All of the above 
should be available in Autumn, but 
when, they don't say. 

As well as the Personal Computer 
Show, there are a few other 
events which have come 
to my attention. The 
is The Second Great 
Northern PBM Conven¬ 
tion, which will be held at 
Sheffield City Polytechnic 
on Saturday 14th October - 
and, as the name suggests, is \ 
all about play-by-mail. All ’ 
the major names will be 
there, and if you are interest¬ 
ed (or think you may get inter¬ 
ested) it all starts at 10.30 am 
and goes on until 5.30pm. In 
the blurb, it says that GM will 
be there and a few fantasy 
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authors for a book signing session, so, 
even if you don't like PBM, it may be 
worth a visit Advance tickets are 
£2.00 (£3.00 on the day) and can be 
obtained from BPBMA, 55 Eden 
Road, London, E17 9JX. 

The second is only going to be men¬ 
tioned here, for full details can be 
found later in the magazine. It is 
Ad'. enture S9. which was going to be 
held again in Sutton, then was can¬ 
celled, then was saved by Pip Cordrey 
of Mirwrworld fame. The event is to 
take place on Saturday 21st October. 
This will be a meeting place mainly 
for the various multi-user games, but 
Official Secrets will be there and you 
will be able to meet some of our illus¬ 
trious team. A main attraction, then! 
Hope to meet you all there. The truth 
is stranger than fiction! 

Ranch Wms still haven’t delivered the 
; x-is. x I rang them up and had a 
good old fashioned moan. Yet they 
w ere \ ex calm about it and said that, 
ooce again, their programmers were 
tied up with some last minute hitch (ie. 
they have just got married). So for all 
of you w ho are waiting with anticipa¬ 
te r. for this Wild West disk-based 
game to land on your doormat - the 
end is nigh... Or so they tell me. 

Well, that's all folks. Next Issue's 
report will come live (ish) from the PC 
Show. Hope to see y'all there! _____ 
AGENT ORANGE/__^_--^r^ ] 


O NOT READ-TOP SECRET NEWS - - 
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...SO WHAT IS HAPPENING OUT IN THE MAD, MAD WORLD OF COMPUTERS? WHAT DO YOU MEAN NOTHING? WHERE IS EVERYBODY? 


Mark Heaton is an unknown as far as adventures go. When asked to think of peo¬ 
ple involved in the adventuring world, his is not a name that springs to mind, even 
if you do happen to have heard of him. So it comes as quite a shock to hear that 



he has developed a system that could possibly change the way people perceive 
adventure layouts, but will just as likely find themselves changing their magazine 
design. Or their role-playing character sheets. Or even their accounts figures. 

This is because Mark has designed a product that has so many uses, even he has 
not thought of a quarter of its potential - and neither it seems have the paying 

public. What he programmed could just as well be described as 
an 'interactive art package' rather than an 'adventure creator', 
leaving everyone in marketing scratching their heads and won¬ 
dering how to advertise it. John Trevillian found out just what 
was actually going on, when he took a look at... 

ALES PIN 

la "A SOLUTION LOOKING FOR A PROBLEM..." 


I SPOKE TO Mark at his fine offices 
in Chester (well, he was in his fine 
offices in Chester -1 was in a grubby 
phonebox around the back of Safe- 
ways in Billingsgate), and asked him if 
his relative anominity was due to my 
ignorance or his Public Relations 
team. He told me: "I started working 
in the Stock Exchange originally, then, 
after getting bored with that, I left and 
became a teacher for Transcendental 
Meditation." Not what I would call a 
career move, but at least it explains 
why his name is not in lights across 
the computer industry. It was around 
1976 that he finally made the change, 
when he started programming comput¬ 
ers in APL, the programming lan¬ 
guage, and once he had mastered its 
finer points, began freelancing. "I 
have been into computers in one way 
or another ever since then." 

Pet Projects 

Along his winding path, Mark became 
involved with a course of psycho-anal¬ 
ysis and, as that only took up about 
four hours a day, he decided that he 
had the time to start looking into a few 
other pet projects that he was interest¬ 
ed in. At about this time, Atari decid¬ 
ed to bring out a new range of comput¬ 
ers and he decided that he had to have 
one. He quickly picked up a 1040ST 
and began to take an internal look. 

Genesis 

"GEM was impressive. Here was a 
desktop system much like the Macin¬ 
tosh, but in colour. Yet I was horrified 


by the 
amount of 
code need¬ 
ed to make 
the mouse 
work!" 

After sort¬ 
ing out the 
coding to 
write appli¬ 
cations, the 
ST became 
a lot more 
friendly 
and so he 
thought of 
the further 
possibilities 

of the computer. Playing 
around with the art packages that 
arrived with the micro, was Rudyard, 
his eighteen-year old son, who is also 
a budding artist Watching Rudy fid¬ 
dle around with this new artistic 
media, the electronic paintbrush, gave 
him the genesis idea for the program 
that would eventually become Tale- 
spin. 

Pictures 

He told me: "A thought occurred to me 
and that was: What do you do with all 
these pictures after you've drawn 
them?" And so he began to design 
something that would make the pic¬ 
tures work. The result was Talespin. 
and the possibilities for applications 
were endless. "Talespin as an idea was 
really like a solution looking for a 
problem." At this stage he had no idea 
how it would eventually be used, but 


here was definitely a 

gap in the current marketplace. 

Evolved 

"In putting the whole program togeth¬ 
er, Talespin just evolved. From the 
start, the angle I looked at was one that 
would be understandable to people 
who had nothing to do with computers. 
I wanted the program to be completely 
crash-proof and keep the programming 
side of the software behind the 
scenes." The fact that it has been so 
heavily associated with adventures is 
purely down to marketing, as Mark's 
original concept was just to illustrate 
one particular subject and then click 
on a text box to reveal another subject. 
In its simplest form, the idea was to 
make Rudy's pictures become more 
than just pleasing pieces of computer 
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art. The program's uses are almost 
limitless. 

Worlds 

"In essence, this range of uses was a 
problem in itself. It was difficult find¬ 
ing a slot that would fit - but not 
restrict - Tale spin." For it was quite 
clear that without a slot, the program 
just would not sell. And Mark is, by 
his own admission, 'not really into 
adventures at all.' "My particular fas¬ 
cination is designing complete worlds 
inside computers. It has been a pas¬ 
sion from the early eighties, but then 
the hardware was just not capable of 
the job. Only now with the availabili¬ 
ty of 32-bit processors," he has recent¬ 
ly acquired a 386 IBM compatible, 
"has the hardware caught up enough to 
take the next step forward.” He knows 
what he wants to do, but is currently 
tied by technology. Here lies the 
direction of his future plans, but more 
about that a little later. 

The Grail 

Again it was Rudy who eventually 
chose the direction of the program. 

"He was always into computer games 
of various kinds. At the moment, he 
wants me to keep showing me a game 
called Populous. So when I was 
designing Tale spin, he decided to write 
a game that would come with the pro¬ 
gram, to show off what Tale spin was 
capable of." This was to become The 
Grail, a short graphic adventure that 
would incorporate Rudy's artwork 
around a theme of the search for the 
Holy Grail. This developed as the pro¬ 
gram did, but it certainly set the bias 
that would eventually see it labeled as 
an 'adventure game creation program'. 
An unfortunate tag, for it certainly cuts 
out almost all the range and scope that 
the system has. After all, who would 
look at the adventure section of a mag¬ 
azine to read all about graphical busi¬ 
ness software or draughstmanship pro¬ 
grams? It seems that the games aspect 
has been overplayed at the expense of 
its other facets. Yet, purely from a 


marketing viewpoint, the program had 
to have a hook. And that hook was 
'adventures'. 

Sculpting 

So how did Talespin develop. "Creat¬ 
ing Talespin was a sculpting process, 
more than anything else. The whole 
program was a fairly linear operation - 
I knew where everything was going - it 
was just getting the pictures, joining 
them together and working out the 
design details. The greatest problem 
was getting Talespin to run fast 
enough." 

Compression 

When each screen is going to take up 
32k, you need a good system of data 
compression otherwise you will not be 
able to fit any more than (at most) six 
or seven screens on each disk. Not a 
lot when creating a graphical adven¬ 
ture game! The difficulty here was 
that Mark had a choice between a great 
data compressor and the inevitable 
wait while the graphics file was 
decompressed, or a merely a good 
compressor which would save on time 
between loadings. Eventually he 
decided upon the latter, but still delib¬ 
erates that perhaps he could have sac¬ 
rificed speed for better compression. 


History 

Talespin's history started in May '87 as 
Mark began to play around with the 
picture compression in APL. Through 
the following year, he developed the 
mouse routines, the drawing and file 
systems and finally had a presentable 
piece of software by July of 1988. 

John Symes of Microdeal was the sec¬ 
ond person who got to see the program 
and was very interested in what he 
saw, so Talespin was readied for pro¬ 
duction. The whole process took 
about six solid months of actual time 
(between bouts of psycho-analysing), 
plus a further six months of what Mark 
calls 'polishing' after Microdeal decid¬ 
ed to market it. It was finally finished 
in January of this year and released a 
few months after that. 

Le Talespin? 

And the first choice? "Well that was 
US Gold, but, as it's such a huge oper¬ 
ation, all I got to see there was an 
under-under-dog. I learnt a lot from 
that interview, as I presented Talespin 
in a manner that convinced them it was 
solely for children. Predictably, I got 
nowhere!" Any other lessons learnt on 
the hard trek to getting the game into 
the shops? "I did produce a French 
version -1 can speak French fluently 
having spent a lot of time in France - 
but it wasn't worth the time. When 
Microdeal went to Paris to discuss it, 
the company over there did not want to 
market it. After this the whole thing 
fell through, and I didn't have the time 
or inclination to find another publisher 
myself. The whole idea didn't work at 
all!" 

Family 

The best part of creating Talespin ? 
"That has got to be the fact that my 
whole family were very involved with 
the program from beginning to end. 

My wife, Nichola, wrote the manual, 
Rudy, of course, provided the graphics 
and demonstration game, and even 
Luke, who is only eight, helped find 
the bugs. Actually I was giving him 
£5 for every bug he found, so he had a 
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pretty good incentive. Luke has also, 
without any pressure from me at all, 
kept coming back to Talespin and does 
little bits on it. It is good to see some¬ 
one actually using it and getting bene¬ 
fit from it I think every programmer 
wants that..." 


Limitations 

Because of this involvement, Mark 
wanted the program to be fun to use. 
"I was more interested with the guy 
who was using the program, rather 
than the program itself. I wanted all 
the limits to be as wide as possible, so 
that Talespin didn't inhibit the user's 
creativity." There are, and I quote 
here, over one thousand pages, draw¬ 
ings and variables per disk, which is 
more than anyone would want to use. 
As the program was written for non¬ 
programmers, this has, ironically, 
thrown up the only limitations of use. 
It seems that flexibility is lost the fur¬ 
ther any software is made to be user- 
friendly. If Talespin was written as a 
semi-language, then the list of options 
would be far larger - but then, con¬ 
versely, so would the instruction man¬ 
ual. You can read how I fared in the 
piece opposite, but to end my inter¬ 
view, let’s take a look through into the 
future. What exactly is happening 
now that the Talespin project has fin¬ 
ished? 


ALICE 

"As I said before, I was previously cre¬ 
ating adventures in a place where you 
could roam around a computer-gener¬ 
ated universe; and this is now what I 
have returned to." He has been mess¬ 
ing around these last few months with 
some three-dimensional routines. He 
started flying around 3D objects, but 
very soon found that as he added to the 
program it was getting a little slow. 
After slowing down to under five 
frames a second, the movement rou¬ 
tine is not convincing enough and so 
he had to get a 32-bit processor to deal 
with the speed - or lack of it - in the 
programs. He has recently created a 
world that you can fly around using 
the mouse, and this has been his most 
successful advance so far. The lan¬ 
guage that he ahs been using is called 
ALICE ("I don't know why, but I guess 
it comes from the idea of Alice In 
Wonderland"), and is itself based 
around a LISP processing language. 

Super-Talespin 

"Now that I have completed my course 
in psycho-analysis, I have found that 
what I am really interested in is com¬ 
puters - and computer recognition of 
the real world." Hopefully now that he 
has created Talespin for the adventure 
world, Mark Heaton will be able to 
create his own Super-Talespin worlds 
for himself. 


EXCLUSIVE NEW TALESPIN 
ADVENTURE GAME! 



Written by J.E.Trevillian 



IT CAME AS a great surprise that I 
should be chosen to review the 
debut game from the great guru of 
adventures, my good friend and 
superior, John Trevillian. I had 
heard rumours of him working long 
hours on the project, storyboarding 
the plot and I had myself seen the 
shimmer of a monitor light coming 
from beneath his office door 
accompanied by the furious tapping 
of computer keys on many an 
evening. 

Hesitantly, I pushed the disk into 
the drive, switched on the computer 
and prepared for the adventure of a 
lifetime. The bright opening screen 
depicted a strange little man in blue 
robes standing beside the grand 
words, The Adventures Of Nim.' 

By moving the mouse icon across 
the screen I found that by clicking 
on certain objects, messages 
appeared. A large speech bubble 
from Nim the Wizard introduced 
me to the game and he seen stand¬ 
ing beside a large book. Clicking 
the mouse icon on the sky informed 
me that "It is very blue and goes on 
forever". I was impressed! Examin¬ 
ing the book revealed it belonged to 
the Wizard, who possesses 



appalling dress sense, and contained 
all his spells. I was afforded the 
options of either picking up the 
book or flying home. Never having 
been one to dither, I elected to pick 
the book up only to find that the 
magic contained within was rather 
unstable and I was promptly con¬ 
sumed in a flash of magic! Nim did 
not look well at all in the following 
picture. However, unpeturbed I 
loaded the game again and this time 
took the option of flying home by 
using Nim's "Umbly Jumbly" spell. 
The next screen showed Nim, 
falling through the air horizontally 
with half his head missing and his 
hat dropping through space. A 
message informed me that magic 



being so unstable, flying was not a 
safe way to get around. Nim was 
going to fall to his death unless I 
took the option offered by Mr Sky - 
a soft landing. Faced with the 
prospect of being 1mm thick, Nim 
opted to be saved by the benevolent 
clouds only to find himself standing 
by the book again. His options 
were to fly home or examine the 
book...oh dear! 

As a first attempt I think that Mr 
Trevillian deserves praise for his 
efforts and serious approach, des¬ 
tined to push back the boundaries of 
adventure writing today. Where I 
think the game suffered is its lack 
of options so that whatever you did 
Nim suffered a painful and bloody 
death. I think that Steve Meretzky 
had better watch out though. The 
Chief Adventure Weirdo is here to 
stay. 


Reviewed by R.J.Lockwood 
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PLEASE MATRON WOULD YOU MIND WHAT YOU'RE DOING WITH THOSE FORCEPS... I DON'T CARE HOW SCARED YOU ARE, JUST GET THIS BOMB OFF MY BED! 

Seventy-eight per cent of the population in England consider themselves to be 
'environmentally aware'. Thirty-four per cent actively buy 'environmentally 
friendly' products in their everyday lives. Lead-free petrol is now used by over 
twenty per cent of all cars in this country and all cars produced have to be able to 
use 'Green' petrol in the next few years. Fascinating facts, but what, you may ask, 
has this got to do with computer games. Well, if you’d have asked that a few 
months ago, everyone would have said "No connection at all." But that has all 
changed now. Changed due to a single game wrapped in recycled paper and with a 
message that seems to have been heard on every level of our lives. 


BJ V VV W «1 A AVA 

FROM AN INTERVIEW WITH ITS CREATOR, TONY GIBSON 



"PLANET EARTH", informs the 
book, "is 4,600 million years old. If 
we condense this inconceivable time- 
span into an understandable concept, 
we can liken Earth to a person of 
forty-six years of age. 

"Nothing is known about the first 
seven years of this person's life, and 
whilst only scattered information 
exists about the middle span, we know 
that only at the age of 42 did the Earth 
begin to flower. Dinosaurs and the 
great reptiles did not appear until one 
year ago, when the planet was 45. 
Mammals arrived only eight months 
ago; in the middle of last week man¬ 
like apes evolved into ape-like men, 
and at the weekend the last ice age 
enveloped the Earth. Modem Man has 
been around for four hours. During 
the last hour, Man discovered agricul¬ 
ture. The industrial revolution began a 
minute ago. During those sixty 
seconds of biological time, he has 


multiplied 
his 

numbers to 
plague 
propor¬ 
tions, 
caused the 
extinction 
of 500 
species of 
animals, 
ransacked 
the planet 
for fuels 
and now 
stands like 
a brutish 
infant, 
gloating 
over his 
meteoric 
rise to 
ascendancy, 
on the 
brink of a 
war to end 
all wars 
and of 

effectively destroying this oasis of life 
in the solar system." As unlikely as it 
seems, this begins the introduction of 
the rules to a computer game. 


Not many years ago (mere nano¬ 
seconds judged by the time-scale 
above), Tony Gibson would have been 
thought a stranger in this strange land 
of ours. But now his philosophy and 
ideals are becoming one of the fastest- 
growing fashions in the western world. 
The term is 'Green', the ideas hark 
back to the sixties and the game is the 
culmination of eighteen years of action 
by the Greenpeace movement. 

Whether a turn in fashion or just a 
growing awareness to the responsibilty 
we have to the future of the Earth, the 
Eighties have seen a change in the 
attitudes of the man on the street - and 
this has now spread to the creation of a 
quite unique piece of software -playing 
the part of a Greenpeace campaigner is 
not always pratical. After all, you 
cannot realistically just pop off to the 
Arctic to save seal pups over the 
weekend and hope to get back for 9.00 
am on Monday morning. Yet every¬ 
one can learn about what is happening 
in the world around them and this is 
the whole essence of the game. To 
entertain and inform. The person 
behind the game is Tony Gibson, who 
has spent the last few years getting this 
game developed. He is a Greenpeace 
supporter and, as the history of the 
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game unfolded, I found that this was 
not the first time such a game had been 
written. 

In 1984, when environmental issues 
grabbed about as much press coverage 
as a cat up a tree, Tony produced a 
game for the Commodore 64 called 
Seaside Special, which followed a 
similar green theme. The object of the 
game was to "collect radioactive 
seaweed from the beaches and throw it 
a politicians through windows in 
Downing Street". Greenpeace were 
not actively involved, but from the 
proceeds a donation was given to 
them. After this fun, but not stagger¬ 
ingly successful game, Tony joined 
Firebird as a Project Manager and 
eventually left in 1985 with a move to 
Bridlington. Here he became actively 
involved in the Greenpeace movement. 
At that time, the name Rainbow 
Warrior was on everyone's lips due to 
the fact that the ship that bore that 
name had just been sunk in Auckland 
Harbour by the French Secret Service. 
Now the eyes of the world turned to 
see Greenpeace in a totally different 
way and in Bridlington, which is just 
about as far from Auckland, New 
Zealand as anyone could possibly get, 
Tony Gibson, along with Stevie Harri¬ 
son, decided that the time was right to 
do somthing constructive for Green¬ 
peace about Greenpeace. Obviously 
they could not sail around the world to 
halt nuclear dumping or save rare grey 
whales, but they could design and 
program computer games - and so this 
is what they did. 

They applied to Greenpeace to be 
given the go-ahead for work on the 
project and finally their idea was 
accepted in 1987. It took four months 
to convince them that the game was a 
good idea, as no one there really knew 
too much about computer games. 
Finally a deal was signed giving 
Greenpeace total control of the product 
and the overall copyright. They decid¬ 
ed that it should be a multi-load game 
covering all the main campaigns that 
the movement had been involved in. 
Having a good founding knowledge of 
what Greenpeace stood for, Tony 
launched into design throughout the 
remainder of '87 and went straight into 
the programming early in the next 
year. After Greenpeace convinced the 
rest of the groups around the world 
that the game was the perfect vehicle 
for the organisation, the contract with 
Microprose was sorted out and finally 
the game was ready. 

Rainbow Warrior is non-violent - a 
direct opposition to the countless 
Rambo-esque shoot- 1 'em-ups - and 
follows seven Greenpeace campaigns 
in the form of arcade sequences. The 
first six can be completed in any order, 
with the seventh accessed only after 


these have all been mastered. The 
campaigns include such topics as 
nuclear and radioactive waste, 
dumping at sea, saving the whale, 
stopping acid rain, combatting the loss 
of the ozone layer and averting the seal 
slaughter in the freezing wastes. 

These culminate in freeing the Spirit 
of the Rainbow Warrior and the saving 
of the Earth for a better future. These 
campaigns use hand-to-eye co-ordina¬ 
tion, joystick and keyboard skill and 
the whole spectrum of arcade tactics. 
Arcade? Yes, this is an arcade game, 
but it appears here in a magazine 
designed around 'thought-provoking 
games' because the 'thought-provok¬ 
ing' comes not when playing the game, 
but in reading the manual that comes 
along with it. 

In speaking with Tony, he stressed the 
'spirituality of the Green movement' - 
something that everyone should be 
aware of and interested in. "I have 
never had a very active involvement 
with Greenpeace. For a start I'm 
scared of water and for a second I'm 
scared of heights. I was giving out 
leaflets when it wasn't fashionable and 
doing some of the donkey-work, but I 
have always worked with Greenpeace 
- in spirit." He began where every 
good hippy starts; in the Sixties. He 
bought a cottage in the countryside of 
North Devon and went into self-suffi¬ 
ciency in a big way. In 1977, he was 
involved in electronics, but when there 
was no work, he started a job as a 
postman. After this, he began 
programming and was soon involved 
in arcade machines. In 1984, he was 
involved with Taskset along with Jeff 
Minter and Tony Crowther. He 
produced Jammin', which was origi¬ 
nally written on the Oric, and a few 
other noteworthy successes. But his 
heart, and subsequently his ideas, has 
always been drawn back to 'green' 
issues. 

"The most difficult part of the game 
was making it non-aggressive," he said 


honestly, which I suppose is also true 
of the members of Greenpeace who 
put themselves between the seal pups 
and the hunter's clubs. It is very easy 
to resort to violence to achieve an end 
and the plethora of 'press fire to 
unleash death' games stand as a testa¬ 
ment to this. "With a game that sets 
out to protect - as opposed to one that 
sets out to destroy - the game themes 
are the same, but the gameplay is very 
different.” This can be seen in the 
saving of the seal pups in the sixth 
campaign. If you could shoot down 
the hunters with an enormous photon- 
cannon, then it would be a whole lot 
easier. In fact, it is very tricky trying 
to navigate the slippery, ever-moving 
ice floes trying to spray the seal's 
coats with harmless dye. "Working 
with Greenpeace", he continued, 

"made me very scared. There is a 
feeling that, sure, we will pull through 
and not eventually destroy ourselves, 
but only if the awareness of what we 
are doing to the world continues to 
rise." This knife edge is realised by 
the game of Rainbow Warrior, which 
is much more than a publicity stunt for 
Greenpeace. 

The press launch on August 10th was 
actually held onboard the new 
Rainbow Warrior ship, which stopped 
off in London on its way to the site of 
another campaign. In the glorious 
sunshine down at the East India Dock, 
Tony experienced the thrill of actually 
going aboard this famous vessel. "It 
was a magic day out The ship 
symbolises the spirituality of the 
Green movement, and it felt like 
stepping onto another world." 

"In this New Age, a new conciousness 
is arising. Let us hope we can save the 
Earth before it is too late." 

For further information about Green¬ 
peace, write to: Greenpeace UK, 30-31 
Islington Green, London, N1 8XE. 
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...3 SEEM TO REMEMBER THAT AGENT LYONS WAS ON HER WAY TO MOSCOW... HAS SHE RETURNED? GET SOME INFORMATION ON IT NOW!... 


Big-name software publishers spend fortunes maintain¬ 
ing their high-profile and their public image. They are 
the front-men of the software world and they carry 
weight and muscle. It's easy for them to do right by 
their programmers, but unfortunately it's even easier to 
overlook them. Behind the scenes a lady named Jacqui 
Lyons, Managing Director of Marjacq Micro Limited, 
wrestles with the publishers on a daily basis on behalf of 
her clients. For Jacqui is the most respected of 
Programmers Agents and represents some of the best 
development houses and individual programmers in the 
world. Her job is to assess their work, and sell it for the 
right price. But above all she seeks the right terms and 
conditions to protect the often youthful and naive 
programmers from being ripped off in the longer term. 
As u to exemplify her commitment to the developers 
she has recently been behind the Iron Curtain to meet 
and encourage Russian intellectuals. But before she 
stepped onto the tarmac Jacqui was secretly briefed on 
her mission as Agent Lyons of CONFIDENTIAL: 



M Y<DHS IH MUSS 1A 

L . V . O . N . S . I . N . R . IJ . S . S .1 . A 


EARLIER THIS YEAR I made my 
first trip to Moscow to meet with 
Stepan Pachikov, head of the Micro- 
Contour Programming Co-operative 
and co-founder of the Kasparov 
Computer Club. 

After the four hour flight, arrival at 
Moscow's Sheremetyevo Airport was 
an anti-climax. Immigration is in the 
airport's badly-lit basement of the 
arrival terminal where a disorderly 
queue forms and where each passenger 
is scrutinized by a tight-lipped official 
who remains silent throughout 
Collection of baggage is chaotic. 
Carousel numbers arbitarily change 
and one can waste a good deal of time 
dashing from one to the other in the 
vain hope of finding one's bags. Since 
the rouble is a frozen currency, the 
next problem is how to get hold of a 
baggage cart. The supervisor of 
baggage carts, who refuses to recog¬ 
nise any language other than Russian, 
just shakes his head when you offer a 
dollar bill. The only shop seems 
unable to change a dollar for a rouble, 
so you’re either forced to carry several 
bags or reliant on someone you might 
have met on the plane who may have a 
few clandestine roubles from a previ¬ 
ous trip. I took the latter course! 

Customs is a nightmare. I was travel¬ 
ling with Diane Drosnes from the US 
company Broderbund who had a 
cardboard crate of software requested 
by Micro-Contour together with other 
Broderbund goodies. This was rigor¬ 
ously examined, right down to the last 
Broderbund key-ring at the bottom of 
the box. Eventually we got through 
and were greeted by a sea of people all 
jostling behind barriers. I was 


surprised we ever managed to find 
Stepan Pachikov, our host. 

Russia is a continent without any 
distribution infrastructure which 
results in nothing really working. 

Quite honestly, I've never given any 
serious consideration to any form of 
distribution network. Obviously, I 
understand it within the literary and 
software fields, but the dissemination 
of fruit and fundamentals such as 
cleaning or grocery items being readily 
available on supermarket shelves in 
the West, is something I simply take 
for granted. I discovered in Moscow 
that without an organised means of 
disbursement, it is impossible to get all 
sorts of things, from milk to car parts, 
the outcome being that everything is 
improvised, including car repairs. 
Stepan's car, a second-hand Lada, was 
suffereing an obscure engine problem 
which resulted in the car bumping 
along rather intermittently and quite 
often refusing to start. Having 
bundled ourselves and our mound of 
luggage into the Lada, we set off for 
the city. 

The scenery on the drive from the 
airport was unspectacular. The traffic 
was light even by European standards, 
and the road surface badly in need of 
maintenance. The approach to the city 
was extremely dull, the motorway 
featureless and the roadside sparsely 
populated. Despite the city having a 
good many skyscrapers, Moscow 
doesn't rise in the distance like Chica¬ 
go, or emerge like New York. It's just 
there - bland and monotonous. 

The Intourist's hotel on Gorky Street, 
where we were staying, was one of 


these modem, ugly skyscrapers. 
Checking in was like no other experi¬ 
ence I've ever had. Although a room 
may have been booked, that doesn't 
ensure that you've actually got one. 
Endless haggling with one over¬ 
wrought, over-worked receptionist 
ensues - it actually took over an hour 
before a room was secured, despite 
Stepan's meticulous arrangements. It 
was the first of many times Stepan 
uttered the inimitable phrase "No 
problem”. 

However, from then on things 
improved, for Stepan took us back to 
his apartment for some wonderful 
Russian hospitality. His flat was in 
another skyscraper, which gave a 
spectacular view over the city, 
especially at night. The apartment was 
small but comfortably furnished. I 
was surprised by the array of Western 
technology. For example, he had his 
own computer, an Atari ST with a 
monochrome monitor, a laser printer, a 
video recorder with camera, a fax 
machine and a radio telephone. So 
what, you might ask. But in Moscow, 
that's a great deal. It is extremely 
difficult to buy anything in the shops 
and impossible to get luxury items if 
you can only pay in roubles. 

The rouble is a perplexing currency. 
The official exchange rate is roughly 1 
rouble to the £, but the purchasing 
power is much less than that. A 
reasonable Russian salary is between 
300 to 400 roubles per month, though 
all the important trading in the USSR 
is done in foreign currency. Despite it 
being illegal for Russians to trade in 
foreign currency, there is a healthy 
black market where 1 US dollar trades 
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for 10 roubles. 

After a tour of Red Square the next 
morning which, incidentally, is the 
only place I came across in Moscow 
where one wasn't allowed to smoke, 
Stepan took us to the Kasparov 
Computer Club. Gatry Kasparov, the 
World Chess Champion, has become 
increasingly involved with computers. 
Initially, he enjoyed Elite, which he 
regularly played on a BBC, and since 
then his interest both in computers and 
computer games has grown. Through 
his Western contacts with Atari, etc., 
he has been able to secure a selection 
of 8-bit hardware, the use of which is 
made available to over four hundred 
and fifty Muscovite children via the 
organisation set up by Stepan and 
Garry: the Kasparov Computer Club. 
Here the kids are taught computer 
programming, although playing games 
is strictly taboo. 

The Club is situated in a beautiful, if 
decayed, Georgian house donated to it 
by the Ministry of Technology in a 
very pleasant street which was almost 
Parisian. The style of the house was 
magnificent, it had once been a town 
dacha, I imagine, but it was in the 
greatest need of repair. Stepan, his 
brother and volunteer programmers 
had already put in hundreds of hours 
installing a basic central heating 
system, rennovating all the electricity, 
repairing and replacing floors, shoring 
up and re-erecting sagging walls. If 
you want any form of domestic or 
office improvements in Russia, then 
you have to do it yourself. There is no 
service industry whatsoever. Of 
course, in the West, you never think 
twice of calling the plumber when 
your tank springs a leak. In Russia, it's 
virtually impossible to get hold of a 
plumber, unless you're an important 
person in the hierachy. 

Because the dozen or so Amstrad 
CPC's and 8-bit Atari's in the main 
computer room are so valuable to the 
Club and there is no security at all, 
each night one of the adult members 
offers to slep in. This also gives them 
a chance to develop their own 
programs. 

From the Computer Club, Dianne and 
I were taken to the Micro-Contour 
building which they share with another 
computer co-operative. Again the 
building was not in great shape, but 
everybody made the most of it and the 
equipment. The majority of the 
hardware were PC’s and Atari STs and 
the emphasis was on high-level 
programming, mostly in Pascal. 
Micro-Contour’s priority was a joint- 
venture scheme with a Western organi¬ 
sation, an absolutely essential relation¬ 
ship to progress any technological 
development in the USSR. Such an 


arrangement will give leading 
members of the team the unfettered 
chance of travelling and earning hard 
currency in the West. It also gives 
them access to Western technology 
and the opportunity of buying proven, 
reliable hardware at realistic prices. 
Stepan was in the process of negotiat¬ 
ing such a joint-venture deal with an 
American company. 

Micro-Contour research and develop¬ 
ment was, in the main, centred around 
word recognition. Members of the 
group had already written a program 
that automatically translated the Cyril¬ 
lic alphabet into Arabic. They were 
currently perfecting this technique and 
introducing longhand recognition, 
together with extensive dictionary and 
thesaurus capabilities. 

Dianne and I were introduced to 
Stepan's brother George, Micro- 
Contour’s games designer and graphic 
artist. Vladimir Youkovsky and 
Stanislav Chemaken, the two program¬ 
mers of The Wall , a game I'd received 
in London and which I was in Russia 
to discuss, together with another up¬ 
coming game. Stanislav, or Stas as we 
called him, was also the author of a PC 
graphics editor written in Pascal with 
strong capabilities. Although the utili¬ 
ty had many good points, it couldn't 
compete with what's available in the 
West and was a perfect example of 
why there's a need for greater commu¬ 
nication between the West and the 
USSR. There has to be an exchange of 
information, techniques and ideas - we 
have to learn from each other. 

Micro-Contour's game output is limit¬ 
ed, firstly because there isn’t much 
equipment to devote to their develop¬ 
ment (what there is is much sought 
after), and secondly, because playing 
games is a low priority in the USSR - 
they seem to be a frivolous activity 
and, anyway, the majority of Russian 
homes aren't equipped with the 
hardware on which to play them. In an 
article Stepan has written for PCW to 
be published in October, he states that 
the USSR is catastrophically behind 
the West in the field of technological 
race. Firstly, the dissemination of 
information until Gorbachov’s 
emergence was illegal in Russia. Even 
today photocopying machines are 
monitored - they can only be installed 
in government departments or with a 
special permit. Russian bureaucracy is 
also well aware of the dangers hidden 
behind personal computers. Until 
recently, Russian officialdom preferred 
centralised data processing, so that 
each user only has access to a terminal 
but not their own data-bank. 

The first PCs arrived in Russia in the 
mid-80s. To quote Stepan, "Customs 
officials who were on the look-out to 


stop copying machines being import¬ 
ed, and checked every typewriter, 
reacted rather calmly, mostly through 
ignorance, to printers and home 
computers." Also, the greater political 
freedom beginning to emerge made it 
possible to publicly air in newspapers, 
etc, the problems that would have been 
dangerous even to mention in private 
five years previously. 

The Russians have developed PCs, 
though these arc not readily available 
in the shops. At the higher end of the 
market, there is the Elcktronika-85 - a 
rather clumsy machine with a 10 meg 
Winchester hard disk and a poor green 
monochrome monitor, which costs 
25,000 roubles and is only available to 
state enterprises. Middle of the market 
and more in line with Western home 
computers is the Agat, one of the first 
Soviet PCs to be based on the 6502 
chip and with software almost compat¬ 
ible with the Apple 2. The monitor is 
a slightly modified portable colour TV 
and it comes with an Indian-made 9- 
needle matrix printer and costs roughly 
9,000 roubles. However, the machine 
is noted for its unreliable disk drives - 
apparently it stops reading its own 
diskettes within four to eight weeks. 
Despite these drawbacks, the Agat is 
one of the most popular PCs in Russia 
and, as a result, hard to purchase. At 
the bottom end and similar to the 
Spectrum is the Soviet BK 0010. This 
home computer uses a cassette storage 
system and a standard TV as a 
monitor. Priced at 600 roubles and 
available through Moscow's Electroni- 
ka shop by advanced booking, BK 
0010 comes with no printer or disk 
drive port and a rather poor keyboard. 
Theprocessor emulates PDP11 
commands and has a memory of 64 
kbytes, of which only 32 are available. 
The software for this computer is also 
scant. Soviet manufactured diskettes 
are mostly 5.25", cost 10 roubles each 
and were so poor they were only used 
as last resort. Diskettes have begun to 
be produced under licence, but, as yet, 
are not available to the public. Basics 
such as 3.5" diskettes, joysticks, 
digitizers, scanners, etc. are simply not 
available in the USSR. 

Well, that is where we 
will have to leave Agent 
Lyons for this Issue, but 
we will be returning next 
time to hear about her 
speech to the Russian 
programmers at the 
Micro-Contour Program¬ 
ming Co-operative and 
also how she survived 
her first evening in 

Moscow. 

* * * * 
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....THIS ELVIRA INTERVIEW LOOKS INTERESTING... I... NO, MATRON, I AM FEELING BETTER, BUT CANT YOU TAKE MY TEMPERATURE LATER? 


She has been called everything from 'Cor....!' to the female Benny Hill, but Elvira is 
much more than this. Standing in a clinging black dress which leaves absolutely 
nothing to the imag ination, she emits a raw sex appeal that is hard to resist. Yet 
she also rises above this to glow with an instant warmth that is more charisma 
than cheap sexist charm. Forget the woman in red, this midnight-clad femme 
fatale is quite st unning ly gorgeous. And she looks even better without her clothes 
on. A slight clarification is needed here I think. What I meant was that beneath 
those vampish rags is a witty, intelligent brunette that is quite able to chat about 
herself and distance the character that is slowly getting out of hand. The lady's 
name is Cassandra Peterson, but on this particular night, she was very much in 
the background. For this was her alter-ego's party and I had been invited to it. 



AN EVENING WITH 


The event was to launch this pouting 
princess of the horror world into the 
video world. The place - a cobwebbed 
blue and gold circular hall with velvet 
curtains draped around a low stage - 
was packed with about a hundred 
others, all waiting for the lady's 
appearance. Cassandra is relatively 
unknown in this country, but in 
America she is somewhat of a cult - or 
should that be 'oc-cult'? She originates 
from a small town in Kansas and is 
currently over the rainbow in England 
to boost her image. Back home 
though, she has risen in the last few 
years from obscurity to a huge hit and 
something approaching definite over¬ 
exposure. 

She began her torrid career by becom¬ 
ing the youngest showgirl in Las 
Vegas history and achieved a long time 
ambition to be a dancer. From this 
springboard, she became a singer and 
toured Italy as the lead in a rock band. 
This gave her contacts in the Italian 
film industry which eventually led her 
back to America. Here she ba;ame the 
typical struggling actress, until finally 
she turned up to an audition for the 
hostess of Movie Macabre, the Los 
Angeles horror series. At first she 
arrived in jeans, but with a bit of help 
from Mends, she constructed her 
famous black dress - and that clinched 
iL 

Every man's dream nightmare was 


created in the 
Autumn of 1981, 
and from then 
her popularity 
has grown in 
leaps and 
bounds. The 
show has since 
spilled out of 
her region and 
now can be 
seen all over 
the States. 

She was the 
first hostess 
to be filmed in 3-D 
for television, and, predictibly, 2.7 
million pairs of 3-D glasses were sold 
in Los Angeles alone! From this 
moment, Elvira thrust her way into 
every living room in America and into 
the hearts of a nation. The film was 
really the next step, but a sideline of 
her career is in the adventure market 


Yet films are not really why I am here, 
so let us forget about Elvira, Mistress 
Of The Dark, and turn our attention to 
Elvira, Mistress Of The Dark. More 
clarification here too, I think. Beyond 
all the bobbing heads dribbling into 
their champagne, I saw the Horrorsoft 
team and found out a bit about their 
new game, which is named after the 
lady for whom we were all waiting. 
Following close on the heels of 
Personal Nightmare, this second 
release features the lady herself very 


in a role beyond the label. 

The story revolves around Elvira's 
great great grandmother, Queen 
Emelda. She, it seems, gave her soul 
to the devil in exchange for the secret 
to immortality. With his usual twisting 
tongue, Satan granted her life after 
death, but only after she had been 
despatched to the land of shadows. 


Six keys were distributed to her most 
powerful servants, which when 
brought together would open a chest 
containing the Scroll of Spiritual 
Mastery. This artifact, it is foretold, 
will give her control over the minions 
of Hades and pass into her hands the 
power to take over the world. 
Sometime after her death, the house is 
inherited by Elvira and this just 
happens to be at exactly the same time 
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as her long-deceased relative begins to 
live again. 


This is really where you enter the 
scene, as an incompetant ghostbuster, 
who knows nothing, but is getting 
rather rich and famous at the forefront 
of a huge fashion of ghosts and ghost 
hunting. Unfortunately, in this case 
you have stumbled onto something 
most definitely real and suddenly even 
the promise of your incredibly fat fee 
seems to pale into insignificance. 

This adventure has been constructed 
again using Horrorsoft's Agos system, 
but this time, even though there is an 
extensive parser, there is no text input. 
All the manipulation of objects and 
puzzles are designed around the mouse 
and a list of icons. This makes the 
game a lot quicker, but we have yet to 
see if it is workable enough not to 
affect playability. Apart from this, it 
has every similarity with its haunting 
predessor. 

So you must aid Elvira in her task to 
stop her great great grandmother from 
returning to this world - and all the 
messy consequences thereof - while 
the Queen's minions try to stop you. 
Elvira herself is locked in one of the 
rooms for her own safety and soon 
after arriving, you find yourself 
thrown into the castle dungeons. She 
rescues you, but only to tell you exact¬ 
ly what you have got into and the 
horrors ihat await you if you help. 

Well, she has such a pretty face and 
how could you refuse? You also find 
out that several bodies - the ones 
holding the keys no less - have 
manifested themselves into more than 
flesh and blood. In the rooms around 
the derelict house hide a Vampire, 
Werewolf, Mummy, Vampira, Skeleton 



and Ghoul. These scarey septruplets 
will not hold their punches, and if 
Personal Nightmare is anything to go 
by, nor will the graphic artists. Expect 
some truly Gothic gore to splash 
across your monitor as you plough 
your way through a chain of classic 
horror. 

Elvira does seem to loose something in 
the translation from flesh to pixel, 
whatever the resolution of the graphics 
used, but she does turn up periodically 
just to keep your interest from 
flagging. Those of you who are 
impervious to such sexist trappings 
can let their ears be soothed by the 
extensive MIDI soundtrack of music 
and special effects. Though where 
they get a sampled recording of fingers 
being cut off with garden shears, I’ll 
never know. The release date is the 
end of October, so we should have 
some more information in the next 
Issue, but just to be going along with, 
we have some screenshots to keep you 
all happy. 



Meanwhile back on stage, Elvira 
launches herself from the wings and 
straight onto the chaise-loungue. 

From here she began the job of 
promoting herself, and in her Munster 
garb there was hardly an inch of her 
that she didn't promote in one way or 
another. Being canny, I was third in 
the quickly-forming queue and 
managed to grab a portion of her time 
for a quick read of CONFIDENTIAL - 
and I have the photos to prove it 
Unfortunately, like all life's little 
luxuries, the meeting was also fleeting. 
Sadly parted, by about seventy other 
male hopefuls, I kissed goodbye to the 
scarlet-lipped starlet and left her to her 
own devices. Feeling like a cast-off 
suitor at some Transylvanian Pick-A- 
Prince evening, I tucked my copy of 
this most famous mag into my brief¬ 
case and sloped my way back to the 
bar. 

Perhaps, I mused. I'd call Morticia 
Addams for a date... Or if she's not in 
Vamperella... Or Cruella de Ville... Or 
the Wicked Witch of the West... Or... 

* * $ * 



This edition of the Bugs File 
comes courtesy of John 
Sweeney. Sharp-eyed readers 
should recall that John was the 
winner of Level 9's Lancelot 
competition and is now the 
proud owner of the Holy Grail. 
Well, here is just a small part of 
the enormous file that slammed 
onto my desk a few weeks ago. 
So, take a deep breath, and read 
on: 

ALTERNATE REALITY - THE 
DUNGEON 

THEDEVOURER: All you need to do 
at this point is to drop items until the 
Devourers stop appearing, then never 
carry that many items again! 

SPACE QUEST n 

When diving, there is a bug which 

prevents it understanding HOLD 

BREATH, you have to type in HOLD 

BREATHE! 

PERSONAL NIGHTMARE 
A nasty bug this, due to a loophole in 
the anti-piracy detection (if you are 
using pirated disks the program sends 
out a figure who garrottes your charac¬ 
ter), you may get garrotted after saving 
the game. If you do, and you are using 
the master disks, restart the game and 
ALWAYS replace the game diskette 
immediately after a SAVE - if you still 
have problems contact Horrorsoft. 

DEMON'S WINTER 
A very nasty bug! Quite a long way 
into the game, you have to defeat a 
Titan who is guarding a ship. You then 
need to use the ship to get to a dungeon. 
If you use WIND WALK to leave the 
dungeon and then later come back and 
try again, then the game automatically 
repositions the ship to its starting point 
so that you can re-use it You have to 
do this as the dungeon contains an item 
which you need in order to finish the 
game. 

Unfortunatley the game only repositions 
an image of the ship, when you get on 
to it you will find that it will not sail! 

To fix this you should SAVE and then 
use your favourite hex editor to change 
bytes 056C and 056D in 
DEM_DATA/PARTY.DAT to x’OD' and 
x33’ respectively (counting the first 
byte as 0). 

If you don't have such an editor then run 
this BASIC program to make the 
change for you: 

20 bload "b:''dem_datalparty.dat",400000 
30 def seg=400000 
40 poke 1388,13 
50 poke 1389,51 

60 bsave "b:\dem_dataYaity.dat",400000,1494 

To add to this column, write to 
the usual address, marking the 
envelope: Bugs File. 
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...WHO IS AGENT HAGAN? AND WHY IS HE CALLING HIMSELF SIR ORCBANE OF WESTMARCHI LOCKWOOD! FIND OUT WHAT IS GOING ON... 

There's always been a market for fantasy role-playing games and though never 
huge, no one can doubt its long term durability. Quite often an FRPG takes 
months to complete and can enjoy a steady flow of sales for years. One company 
that has made its name, and no doubt its fortune, from a wide range of role-play¬ 
ing and wargame titles is Strategy Simulations Inc. 



SSI are based in Sunnyvale California, 
and are affiliated in this country with 
US Gold. They first began producing 
wargamcs back in the 1970s for the 
CBM 64 and IBM PC. However, in 
the early 1980s, when Dungeons and 
Dragons and 16-bit home-micros sud¬ 
denly became very popular, SSI began 
producing a host of titles including 
Wizard's Crown, the Phantasie series, 
Questron and Pools of Radiance. 

Mega-Bucks 

SSI have managed not only to survive, 
but prosper in a market dominated by 
mega-buck minded executives and 
shoot-'em-up whizz kid programmers. 
One of the reasons for this is that the 
home computer lends itself well to 
being a dungeon master. It can handle 
rules, deal with numbers quickly and 
act impartially. While they might be 
good adjudicators however, computers 
do lack a certain human quality and 
soul. As a result, many so called 'role- 
playing games' do become routine, fol¬ 
lowing the pattern of ”kill the mon¬ 
sters, search the bodies, get the trea¬ 
sure, kill the monsters, search the...’, 
which is very tedious. Most FRPs 
follow the AD&D system pioneered 
years ago by Gary Gygax where a 
party of fighters, priests, wizards and 
thieves gain experience, power and 
treasure by adventuring and killing 
monsters. 

Crown 

In 1985, SSI brought out Wizard's 
Crown, which in my view remains 
their best FRPG to date. The graphics 
are average, the sound is poor and the 
plot is little more than a treasure hunt, 
but it has lasting appeal and some 
unique features that put it above all the 
competition. Recommended playing 
time is about 100 to 120 hours, but I've 


been playing it on and off for nearly 
two years. 

Wilderness 

The plot is simple. The city of Arghan 
was once ruled by a council of Wiz¬ 
ard's who took it in turn to wear a 
magical crown. One of them, a rogue 
named Tarmon, refused to hand it back 
when his reign had ended and went 
into hiding. The Wizards raised a 
magical barrier to protect the city, but 
Tarmon laid waste to all the surround¬ 
ing land. Now, years later, you are 
hired to search the wilderness for the 
final resting place of the crown and 
ultimately wrest it from Tarmon. 

Crossed Swords 
Using mouse or keyboard, you begin 
by creating a party of eight people 
from the professions fighters, rangers, 
priests, thieves and/or magic users. 

The game system is skill-based with 
each profession given abilities to 
reflect their training. Skill advance¬ 
ment is made by 'spending' the experi¬ 
ence gained from killing monsters and 
taking their treasure. Being wounded 
or involved in a series of fights with¬ 
out rest affects morale and reduces 
your ability to perform skills success¬ 
fully. Effectively, the party are not 
supermen and can't fight all day in 
plate-mail without feeling the effects. 
Very often you're glad to reach the city 
to get healed, restore morale by drink¬ 
ing in the tavern and resting with a 
good nights sleep in the Crossed 
Swords Inn! 

Rewards 

Encounters in the graphically repre¬ 
sented city streets are of limted risk so 
you can get to grips with the system. 
This is one of the ways the game is 
nicely weighted. The further south 


you travel out of the city, the more 
ferocious the monsters are. It is never 
easy, but exploring logically presents 
the party with foes they are capable of 
defeating. One encounter has you res¬ 
cue a woman from attacking thieves 
and if you get her back safely to her 
merchant father, he rewards the party 
with a magic sword. It'll more than 
likely be the first one they find and 
very useful too for the next problem 
they'll run into. Clean up the city and 
the party will be ready for the ruins. 

Combat 

A large part of the game is combat ori¬ 
entated, but there are several large 
dungeons to be explored and many 
puzzles to be solved. But where Wiz¬ 
ard's Crown really scored was in it's 
tactical combat system. You are able 
to choose whether to fight enemies 
quickly or in tactical mode. The latter, 
allows you to determine where each 
blow lands and while taking longer to 
resolve, you have a better chance of 
success. Such battles can take any¬ 
thing from fifteen minutes to an hour 
to complete! The party is displayed as 
individual characters and having 
arranged them into a defensive forma¬ 
tion you begin. Armour types, shields 
and weapons all play a part here. 

Bows and spears can strike over two 
ranks, axes can break shields, swords 
inflict cutting damage while maces 
bash and crush. Mages have a wide 
range of spells available, but the more 
complex ones often take longer to cast. 
Characters with a high dexterity go 
first in any combat round andusually 
get to attack more often. It's fun. 

Looted 

To the victor comes the spoils, of 
course, including weapons and armour. 
Equipment looted is a valuable source 
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of income and magic items of which 
there are are dozens of different types. 

Polished 

My reason for writing so much about 
Wizard's Crown is that SSI's latest FRP 
release is Demon's Winter and not 
entirely disimilar. Both I and Agent 
Hagan spent a great deal of time play¬ 
ing themboth and found that while 
Demon's Winter was a polished prod¬ 
uct, we concluded that not much has 
changed in four years. Demon's Win¬ 
ter continues whcrcShard of Spring 
left off. The demon Malifon has been 
imprisonned beneath a volcano for 
many years, but his power has recov¬ 
ered significantly for him to cast a 
spell of winter on the land. Malifon's 
evil minions are running riot and it's 
your task to put a stop to this adver¬ 
sary once and for all. 

Temples 

As usual the graphics don’t do justice 
to the power of die 16-bit home micro 
and are rather Ultima-like, but as 
seems to be the tendancy these days, 
the campaign land is huge. The 
adventurers in your party can choose 
from different professions and a selec¬ 
tion of basic skills. To learn a new 
skill you must find someone, usually at 
a temple and pay them to teach you. 
Agent Hagan noted that while weapon 
skills are common, temples dedicated 
to magic take some finding. You've 
got a long walk if your thief wants to 
learn about elemental fire magic. This 
is a nice touch. 

Undead 

The magic system is divided up into 
elements and not just the domain of 
pure wizards, though they are the most 


proficient in its use. Any character 
can gain some magical ability if he has 
the time, money and necessary physi¬ 
cal attributes. On one occassion, 
Agent Hagan's party ventured into a 
huge barrow filled with undead. At 
the centre they encountered a fear¬ 
some-looking demon and thought the 
end was nigh. However, the Demon's 
Winter magic system allows you to put 
as many 'magic points' into a spell as 
you wish to increase its potency. The 
result was he cast a huge fireball that 
completely incinerated the demon. 

The thief was exhausted, but they had 
survived. In the now time-worn man¬ 
ner, experience and money are gained 
by slaying monsters. Unlike Wizard's 
Crown, the enemy never seem to have 
any possessions when you search them 
after a battle. Yes, they might well 
attack you with swords and shields, 
but do you find them afterwards? No! 
You might get a small message that 
says "You have found a dagger," but 
that’s all. 

Credibility 

Again, unlike Wizard's Crown , 
you find few magic items on the 
deceased - nearly all have to be bought 
in towns. Whoever heard of market 
stalls selling magic items? It might be 
a small point, I know, but such things 
count against the credibility of a game. 
Lone merchants seem to wander about 
in the wilderness offering to sell items 
like enchanted crystal swords of 
Undead Slaying with twenty fireballs a 
day for a paltry sum of just fifty thou¬ 
sand gold pieces (OK, so maybe Agent 
Hagan was exagerating about the fire¬ 
balls but you get his point). If you kill 
him, you can’t steal or even find the 
weapon, of course, which is very 
annoying. 


Puzzle 

The biggest flaw in Demon's Winter in 
our opinion (though it won't stop you 
enjoying the game) is the omision of 
tactical combat, such as pioneered in 
Wizard's Crown. This would have 
turned a good game into a superb one. 
Characters with a high dexterity go 
first in any melee round with a number 
of actions to equal to their DEX. So a 
fighter with 21 dexterity can hit an 
opponent ten times, move to a new 
position, hit him again and then flee. 
At higher levels, most monsters won't 
get a look in. That said there is plenty 
to challenge the most hardened player 
with dungeons to explore and the odd 
puzzle thrown in here and there. The 
game itself is fine if you can overlook 
its quirks. Expect a long challenge, 
rather than a surprising one. 

Interactive 

Over the next few years, where are 
fantasy role-playing games going? 

SSI have without doubt carved a niche 
for themselves in this field with a type 
of product, like Origin's Ultima series, 
that sales of Dungeon Master cannot 
harm. But in three years SSI's FRP's 
seem to have evolved little which is 
not a good sign. We are all overly 
familar now with D&D type systems 
and I feel the market is beginning to 
look toward products with greater 
depth, detail and interactive potential. 
As the saying goes, "You can always 
get too much of a good thing." 
Rumours abound that Origin are busy 
working on Ultima 6 and 7 . They are 
said to be breaking with the tried and 
tested formula by going for greater 
atmosphere and creating personalities 
for the people in the land. This cannot 
make ST and Amiga owners, who 
have yet to see Ultima 5, very happy. 
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...AGENT JAMES, WELCOME TO THE TEAM... PLEASE EXCUSE ME IF I DON'T GET UP... ITS THE TRACTION... WELL, HERE IS YOUR FIRST ASSIGNMENT... 

Elvira has got a lot to answer for. Most of these can be sorted out by the long arm 
of the law, but one particular good mark to her name is that she indirectly put me 
in touch with the man behind the Horrorsoft label, which she so elegantly drapes 
herself over. This master of the blood-scrawled word and gorey graphic is, when 
met, rather a disappointment. I really expected someone a lot taller. Clad in 
black. Slicked hah:. Fanged. Perhaps I was a tad over-estimating in my assump¬ 
tions, but after all, here was the man who had grannies bricked up in the plaster- 
work and witches for neighbours. I would have thought the mind behind this dev- 
illish game would at least have a trickle of blood running from the corner of his 
mouth. But no, on my first assignment for Confidential, I was getting a little car¬ 
ried away (which is exactly what happened to Agent Cannon at the end of last 
Issue's interview). Still, I pressed on regardless, and even managed to take a pic¬ 
ture (nearly) in the world famous Personnel (Nightmare?) File. 


MIKE WOODROFFE 



What career did you pursue before 
writing Personal Nightmare ? 

Before I had even entered the comput¬ 
er industry, I worked in the retail 
music business. This was the family 
business and we decided we needed a 
computer. This was easier said than 
done, because we could not get hold of 
one - at least, not very easily. So I 
thought, we cannot be the only people 
who need computers and so I opened a 
computer shop. I then found that the 
reason that there was no shop was that 
no one wanted to buy computers! So I 
started importing American software 
into the country and worked my way 
through retail, wholesaling, conver¬ 
sion, publishing and development. 

The first computer game that I was 
involved in was Gremlins and after 
this I went on to port the Scott Adams 
games across to the BBC from the 
originals. 

How long have you been interested 
in computer adventure games? 

I have been interested for about seven 
years, ever since I played Pyramid 
Adventure on the Tandy Model 1. 


...Out of all the ideas, 
we narrowed it down 
to horror, purely 
from the heightened 
tension we could cre¬ 
ate by using the 
graphics and sound... 


What are your all-time Top Three? 
Hmmm... Tricky, I think it's: 

1. Sorcerer Of Claymore Castle 

2. Moonmist 

3. ZorkI 


How did you come to write the game 
Personal Nightmare ? What is the 
story leading up to the game's 
design? 

Mainly it came from being fed up with 
the same old "Go North, Get Club, Go 
South, Hit Goblin" style of adventure 
game. With the advent of the 16-bit, I 
saw that you now had the facility to do 
a lot, lot more. I had seen the Multi- 
User Dungeon on the mainframes and 
thought I could design a language of 
similar quality. This adventure operat¬ 
ing language would take advantage of 
the 16-bit only market. 

The next decision that had to be made 
was the area that the game was going 
to be set. I thought that due to die fact 
that the 16-bit machines were owned 
by a slightly older age group, what we 
wanted was an older age group prod¬ 
uct. Looking at all the high action 


films and books, it had to be some¬ 
thing that was popular and could also 
be translated onto a computer. 

Because the ST and Amiga were good 
at data manipulation, graphics and 
sound effects, out of all the ideas, we 
narrowed it down to horror, purely 
from the heightened tension we could 
create by using the graphics and 
sound. 

The style of the adventure is a mix¬ 
ture of graphics, icons and text. 

How did this design come about? 
Why did you find it came out as the 
best option? 

The mixture was chosen because they 
work best in a graphical game. It 
speeds up the game and makes the 
games more playable. It also appeals 
to a wider audience, both to those who 
prefer icons and to those who prefer 
text. The next game will only have 
icons, because this does solve a lot of 
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problems when designing a game. 
Firstly, there are no spelling errors to 
correct. Secondly, from a program¬ 
ming point of view, we don't have to 
sit down and spend weeks of develop¬ 
ment time dealing with bizarre text 
answers for inputs like "Eat Door'. 
And, thirdly, it will still have a full 
parser, but the input will be composed 
of icons, making the system a lot 
friendlier. 

What were your influences in devel¬ 
oping the story and setting for Per¬ 
sonal Nightmare ? 

Definitely Hammer House of Horror 
and all the classic Gothic horror sto¬ 
ries. 


[Elvira, Mistress of 
the Dark]...was an 
obvious choice really 
for the Horrorsoft 
logo, and our second 
game is to be named 
after her... 


I am not really giving anything away 
by saying that the story is based 
upon a devil cult in a small isolated 
village. Was this place based upon 
anywhere in particular? 

No. 

Is the Horrorsoft label going to be 
used again? What are the further 
plans for the label? 

Horror is only one of the subjects we 
will be covering. After our next game, 
we will be moving onto a fantasy 
game and a Commando-type game set 
on a Japanese island. One will be a 
Sci Fi horror, the other will be about 
the horrors of war. 

While on the subject of horror, what 
are your favourite horror films? 

It really has to be Psycho, The Birds 
and the Nightmare On Elm Street 
films. 

Did any inspire the setting, people or 
storyline for Personal Nightmare ? 
Not really. We were very careful not 
to be accused of plagerism. 

The opening graphic sequence is 
very impressive. Who designed 
this? Why was it included in the 
game? 

We wanted the loading screens to be 
very much like the opening to a film. 

In this way we designed the game to 
have a definite prologue, with the 
credits following. The whole thing 
was the work of Teoman Irmak, who 
co-designed it with Keith Wadhams. 

If I am not mistaken, the voluptuous 


lady lying beside the Horrorsoft logo 
gravestone is none other than Elvi¬ 
ra. How did she become to be 
there? 

Yes, it is. She was an obvious choice 
really for the Horrorsoft logo, and our 
second game is to be named after her, 
so it all seems quite appropriate really. 

The game comes on a fine array of 
five disks for the ST. Is the game 
really that large? 

Yes. In fact, it is massive! The source 
code alone takes up over 20 mega¬ 
bytes! Our compression routines did 
actually manage to get it down to five; 
we were faced with six disks at the end 
of development Most of the problems 
come from the digitised sound as this 
is not easy to compress, and there is 
over 600k of sound in the game. 

What is your worst nightmare? 

I sleep very peacefully. 

Agos is the name given to the lan¬ 
guage used to create Personal 
Nightmare. Does that stand for any¬ 
thing? Can you briefly explain what 
the system entails? 

Agos stands for the Adventure Graphic 
Operating System and had to be devel¬ 
oped before we had the tools to pro¬ 
gram the game. It is our own high- 
level language and is set out in three 
sections. The first is the logic control 
and the source code is written in C, so 


that we can port it between the ST and 
the Amiga, the second is the graphics 
section, the third covers the sound 
effects. We had to create this to write 
Personal Nightmare, and now we can 
use it to ease the production of all 
future games. It means that the linking 
of all the game sections can be pro¬ 
grammed in a sort of English and 
makes placing graphics and manipulat¬ 
ing sound much easier. With over six 
hundred animation sequences and over 
nine hundred separate animation 
scenes, it was invaluable. 

What enhancements would you like 
to make to your game system? 

For the Japanese combat game, we are 
working on some joystick-controlled 
combat routines, which should add 
another dimension to the game. We 
also want to start adding MIDI sound¬ 
tracks. The bottom line is that, even 
though it's a game, it has to be realis¬ 
tic. Approaching adventures you 
always seem to end up with illogical 
answers to the problems, so in Per¬ 
sonal Nightmare , nothing happens that 
doesn't happen in real life. 

By that I suppose he 
means getting attacked 
by the plate-chucking 
glob in the kitchen sink, 
but 9 'est la vie! 
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Well, sorry Boss, but this 
month's PBM is very much 
on the unpleasant side. 
The game revolves around 
the investigation of paranor¬ 
mal events all over the 
country - and you have to 
solve them! It's in the clas¬ 
sic Cthulhu style and great 
fun with lots of tension. 

Just suppose that Franken¬ 
stein and Dracula existed 
and Lovecraft's horrors real¬ 
ly stalked this earth... Well, 
maybe they did! And in this 
game, they certainly DO! 

So read on and find out how 
you can join the Institute of 
Paranormal Research... 

















GOTHICK IS THE new play-by-mail 
adventure horror from Temple Games. 
Leading a team of top investigators, 
your assignment is to find clues and 
solve the puzzle concerning a Manch¬ 
ester University break-in, which will 
lead to the capture of the thief (or 
thieves) who stole items belonging to 
the precious Stokesley Collection. 
When this game's package arrived on 
my desk, useful files and confidential 
information were bursting out at the 
seams, ready to be read. 

The rulebook begins by explaining a 
bit about the game, then changes 
to,The World - Just Suppose...', giving 
you the facts about your task, how 
secret the operation must be and warn¬ 
ing you that your life could be at risk. 
But don't be put off by this terrifying 
news. Your duty to the public as an 
undercover journalist means you can¬ 
not afford to make a mistake. The 
Institute for Paranormal Research 
team is made up of three structures, 
first, second and third ring members. 
The first ring are lay members with an 
ordinary membership to the Institute. 
This leads to the second, outer circle 
ring. Typical members of this include, 
journalists and high-ranking civil ser¬ 
vants. They act as influential help and 
gather information to support the team. 
Active members of the IPR belong to 
the third inner circle ring. These peo¬ 
ple are recruited from various back¬ 
grounds such as scientists, doctors, 
lawyers, etc... 

The framework to this section finds 
itself working away from the govern¬ 
ment authorities, which occasionally 
finds itself batding with them. A per¬ 
sonnel file containing twenty possible 
recruits is presented to you. The back¬ 
ground and skills of these people are 
varied, allowing you to make a bal¬ 
anced selection which will help you 
with different sides to your investiga¬ 
tion. Each file contains information on 
the characters ability and expertise in 
many fields such as computing, 
research, interviewing, truthtell, etc... 
and a percentage score indicating how 
good they are at each. 

Once you have selected your team, 
your first turn begins. Like me, if it's 
the first time you've played a play-by- 
mail adventure game, then getting 
used to the rules may take some time. 

It gets difficult when giving a player a 
certain instruction, because you have 
to watch out not to instruct them to do 
two things at once, as one command to 
go somewhere or do something means 
one turn. If you are holding an inter¬ 
view, you may write as many lines as 
you wish in reference to the same 
question. Every move requires care¬ 
ful monitoring of all team members; 
active or not Each whole turn you 
complete represents one day's work by 


the team. When playing this game you 
must be alert at all times as one slight 
mistake could mean one less member 
alive. 

Gothick may take some time, and you 
will need a couple of turns to get each 
active member in the correct place. 
Once this is done, you are free to 
explore and find out more about the 
scene of the crime, as investigation is 
the key part of the game. 

By travelling to the Manchester Uni¬ 
versity, the police and other officials 
give you their help and support to 
interview possible suspects, examine 
the scene of the robbery and obtain 
private and personal files. 

So far all this seems straight-forward, 
but not for long. By asking questions 
and interviewing, you can get high 
profile answers, yes, but not always 
the one's that will help you solve the 
mystery. Don't waste time and moves 
by asking the suspect a single ques¬ 
tion, pile everything onto them that 
could possibly lead to them confessing 
to the robbery. 

As the game progresses, so does the 
fun. What would a PBM horror 
adventure be without ghosts? At this 
point in the game, you need two pairs 
of eyes. One pair for the ghosts and 
the other to keep a constant watch over 
all your team. As the excitement 
builds, this will for certain make you 
want to play until the culprit is found. 

By now you should have realised how 
far you have gone. You will only 
notice this part of the game if you have 
progressed far enough with the help 
from the other team members. Unfor¬ 
tunately, this game is not 
interactive, which 
means you 
cannot 
com¬ 


municate with other players, so the 
only help you have is your own. 

I found this to be the only fault in the 
game. The set-up on the whole turns 
are well organised, allowing the char¬ 
acters to be placed in their correct 
positions, but the rulebook was a little 
untidy. Although getting the game 
started may take a move or two, your 
value for money is not lost when the 
start-up of the game and two turns will 
cost you only £3.00 and £1.75 a turn 
after that (overseas £2.50). 

The rulebook is slim, but still contains 
all the details about the game. These 
include an introduction, actions you 
may use when playing such as Hack, 
Interview, Burgle, etc. and the person¬ 
nel file is also included in this pack¬ 
age. 

If this is the first, or the tenth PBM 
you've played, Gothick will provide 
months of entertainment and it's well 
worth spending a few pounds on. 

If you wish to subscribe to Temple 
Games and receive Gothick , please 
write to the address below for more 
details and/or a start-up pack. Don't 
forget to enclose your first payment! 

Temple Games are also running a trib¬ 
al game, called The Keys OfMedokh, 
which is a fantasy-based wargame, 
with elements concerning the seven 
keys of the title. Diplomancy is a 
must, and there are some very interest¬ 
ing additions that make it a very 
unique experience. For details, write 
to the address below, including a 
stamped, self-addressed envelope for 
your reply. 

Another game next Issue! But until 
then, this is Agent 
Knight signing 
off! 


MODERATION : Human 

SETTING: Present Day’ 

TOPIC: Detective Game 

r Difficulty: 45% 

COMMENTS : This Lovecraftian horror" 
'game is quick, simple and affordable, 
r giving detailed responses to whatever is 
[written and enough atmosphere to make sure 
I you never feel at ease. The only faults 
really lie in the rather poorly produced 
rylebook and the slowness of the first few 
rounds, but when it gets going, you really 
get value for your money. 

[START-UP: Start-up + 2 turns £3.00 

TURN FEE: £1.75 (£2.50 overseas) 

ADDRESS: Temple Games,P.O. Box XG7, Leeds, 

1LS14 6XJ. 










THE VAMPIRE (Hemoglobin Vampus) KKKfflSt* 

Etc. 



SPECIES: Unknown 

ORIGIN: Direct descendant of Vlad the Impaler (So called because of his 
unfortunate way with house guests) 

DIMENSIONS: Usually humanoid, but can shape change. Males are slim, 
females voluptuous 

DIET: Blood (The donor need not be a nubile human, but it helps at meal 
times) 

HABITAT: Anywhere, but prefers central European countries populated by 
dim-witted and credulous peasantry 

POPULATION DENSITY: Unknown (You could be sitting next to one 
right now) 

GROUPING NUMBER: Usually a loner. Groups tend to split up because 
of squabbles over food 

LAIR: Crumbling medieval castles with creaking hinges, no running water 
and handy dungeon with plenty of coffin-parking space 
LIFESPAN: Possibly limitless if they successfully avoid Peter Cushing 
LOCOMOTION: Anything from flying to seeping through keyholes 
REPRODUCTION: By exchange of blood with human. Very messy 
MATING SEASON: Anytime after dark 

SOCIAL BEHAVIOUR: Vampires often invite humans round to their 
place for a drink, but such invitations are rarely accepted 
COMMUNICATION: Speak perfect English, but also growls, hisses and 
emits high-pitched squeaks 

INTELLIGENCE: High intelligence, but low wisdom (They never out¬ 
smart humans in the long run) 


Vampires are nasty creatures and you never know when one is going to lurch out of a coffin at you, or destroy your long- 
planned dinner party by gate-crashing. It can just ruin your kudos, especially if no one thought to bring a few sharpened 
stakes in their handbag. Thank god you remembered to invite the vicar! The only way to rid yourself of these social misnts is 
to snatch out a crucifix in one hand, while wielding a plate of garlic sausages in the other, then force the creature back into the 
nearest empty comer and keep him there until your other half arrives and stakes him to the three-piece with a few well-aimed 
hammer-blows. To make sure that the vampire is indeed dead, it always helps if you hack the head from the body and stuff holy 
wafers into its mouth for good measure (blessed Rivita will do just as well, but, whatever you do, doni use Ritz crackers). 


mmm & msrae 


By Rob. 


Hearing that his master had got a pre-production copy of the new 

Elvira game, Bixby could not wait to get inside her House of Horror 
and meet the woman in the flesh... 


But first he had to be 
victorious over the 
vexing Vampire... 



and harangue the hideous and not-at- 
smr- - - ail-happy Hellhound that hunts the 

,1* —ring Mummy. 

ever happen, no less!)... 



Yet, as the graphic artist had yet to finish 
coding, Bixby reached the bedroom and 
found, not Elvira, but OUR VERA doing 
a spot of dusting!!'. 
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...AGENT SHARKEY HAS QUITE A LOT TO SAY FOR HERSELF, SO GET HER BACK AND LET HER SAY IT!!! AND MAKE SURE SHE DOESN'T GET GUNNED DOWN ON THE WAY IN... 

SANDRA SHARKEY TACKLES THE SUBJECT OF 

WRITING YOUR OWN 

ADVENTURES II 



Live Role-Playing Games are also 
becoming increasingly popular. In 
these you can dress up and take on the 
role of your character in person. Very 
often these games are conducted in 
real cave systems and you need all 
your wits about you to succeed in the 
devilish quests that are set. You are 
usually a member of a party but you 
still need to be aware in case one of 
your party decides that your death 
would improve his or her own posi¬ 
tions in the game. 

Role-Playing has even reached the 
small screen with the advent of that 
popular children's programme Knight- 
mare. Because of its popularity it was 
eventually made into a computer 
game; a sort of Arcade Role-Playing 
Adventure, with some superb graphics. 
Different scenarios have been devel¬ 
oped but they all have one thing in 
common and that is the role-playing 
aspect They aren't all spell casting 
with wizards and trolls. You can be 
transported to different worlds, travel 


FANTASY ROLE-PLAY¬ 
ING GAMES have been 
around in several different 
formats for some years 
now. Originally they all 
seemed to be based on the 
popular Dungeons and 
Dragons scenarios. These 
were basically magical set¬ 
tings in which you took on 
the role of a character of 
your choice and wandered 
through a game world that 
had been created by the 
Dungeon or Game Master. 
The Game Master is a sort 
of referee who is there to 
guide you and your fellow 
players through various 
puzzles and encounters 
within a vast network of 
dungeons. Dice are 
thrown to add a random 
element to the game. This 
might be to decide how 
much damage you have 
inflicted on an unfriendly 
ore or something simple 
like deciding which direc¬ 
tion you will take in the 
dungeon. 


These games were fine 
providing you lived near 
enough to several Dun¬ 
geons and Dragon's enthu¬ 
siasts. However, all was 
not lost for the solo games player and 
books appeared that enabled players to 
enter the magical game worlds on their 
own. In my opinion these are purely 
for the dedicated player as I have 
always found myself cheating to avoid 
nasty confrontations by throwing the 
dice over and over until attaining a 
suitable score. 


For cheats like me there is always 
Play-By-Mail, or PBM as it is more 
affectionately known. As its name 
suggests PBM is done solely by letter. 
You send in your instructions to the 
Game Master and eventually receive a 
reply informing you of the conse¬ 
quences of your actions. In some 
games you can make contact with 
other players and form liaisons to help 
you make headway a little faster. 

These can be dicey if you are playing a 
game with only one eventual winner as 
you are always waiting for that 'stab in 
the back' and have to make sure that 
you get the knife in first! 


through time and space or 
even become a criminal in 
New York. Computer 
adventuring also has its 
roots in fantasy role-play¬ 
ing. The very first adven¬ 
ture 'Colossal Cave' was 
developed in an attempt to 
do away with writing 
everything down on paper 
and moving characters on 
a board, or even real peo¬ 
ple in real rooms. Initially 
this adventure was only 
available on the big main¬ 
frame computers until its 
potential was realised and 
it became available for 
some of the smallest of 
home micros. 


Many of the early adven¬ 
tures had role-playing ele¬ 
ments within them. You 
didn't necessarily have to 
build up hit points or char¬ 
acteristics, but you cer¬ 
tainly had to look after the 
basic needs of your char¬ 
acter by providing food 
and water at regular inter¬ 
vals, and even sleep when 
needed to regenerate a 
tired character. 


Role-playing takes on dif¬ 
ferent forms within an 
adventure. You don't necessarily have 
to create a character as sometimes the 
character is provided for you. The 
Hobbit is a prime example of this, and 
also Sherlock. Very often in the initial 
lead up to the adventure you are told 
who you are. In my own adventure 
Shymer, you take on the role of Shirley 
Combes secretary to the great man 
himself - Sherlock. Along with your 
cat Dok Wot San, you endeavour to 
prove your worth as a private detec¬ 
tive. So your role is created for you. 


Other role-playing elements are used 
but not quite in the same way as within 
a true role-playing game. You may be 
told that you aren't strong enough to 
move a large rock. In a role-playing 
game you would have to wait until 
your level increased and hopefully 
your strength along with it In the 
adventure you may possibly find a 
potion or spell that will temporarily 
increase your strength to enable you to 
move the rock. Of course you would 
probably find out later in the game that 















CONFIDENTIAL File No. 7 : Page 22 



you didn't need to move the rock but 
you needed the potion to increase your 
strength to perform another action that 
was vital to solving the game. The last 
example refers to die traditional text or 
text and graphic adventure. Added to 
those we now have games emerging 
that are true role-playing games. Even 
if you haven’t played it you have prob¬ 
ably read something about Dungeon 
Master from Mirrorsoft. This has to 
be one of the most successful releases 
of a role-playing game. Although 
some would argue that it isn't a role- 
playing game at all. 


I gave a brief outline of RPG's in the 
first issue of Confidential in which I 
endeavoured to enlighten the un-con- 
verted as to exactly what constituted a 
role-playing game. You can use cer¬ 
tain role-playing elements within a 
classical adventure. These could add a 
little more depth to the game play by 
providing the player with a little more 
to think about than just solving the 
next puzzle. 

One of the easiest elements to install 
within your game is that of food and 
water, but don't make it too difficult 
for the player to get hold of these as he 
will soon get bored if he has to trek 
from one side of his map to the other 
just to get a drink of water. Provide a 
container and allow plenty of possible 
moves in between the need to eat and 
drink. 

You could have characters appearing 
randomly, some good and some bad, 
for the player to deal with. Use the 
scoring system to show the level the 
player has attained and make some 
puzzles depend on him having reached 
a certain level to solve them. If you 
give the player a group of very differ¬ 
ent characters to control you could 
also make it possible for the player to 
change from character to character, for 
example if one character is tall and 
another small then the player would 
have a different perspective on his 
view of a room, only if he is currently 
the tall character would he be able to 
see an important object on top of a 
high shelf. If he was playing the game 
as the smaller character then he might 
be able to crawl into a small hole, the 
list is endless and it would automati¬ 
cally provide certain puzzles within 
the game. 

It would even be possible to provide 
two (or more) games in one by giving 
the player the option at the beginning 
of the game to take on the role of 
either a fighter or a magic caster. He 
would then have to solve puzzles using 
pure brawn or magic so you could 
make each puzzle have a different 
solution depending on which character 
the player could play it again using the 


other character. Now there's a selling 
point for a game - two games for the 
price of one. 

If you've got the patience you could 
even develop a system, using one of 
the adventure creators if you can't pro¬ 
gram yourself, for generating charac¬ 
ters, something that you could use time 
and time again in different games. 
There's no doubt in my mind that the 
role-playing element adds depth and 
excitement to a game. Package that 
with some good graphics and you must 
be on to a winner. 

Level 9 seem to have realised the 
potential market for different types of 
adventure and are currently developing 
a new system although they will con¬ 
tinue to provide us with classical 
adventures for the foreseeable future. 

I wonder how long it will take before 
other companies follow suit. I still 
enjoy playing text or text and graphic 
adventures but I am delighted to see 
role-playing games appearing on the 
market. Having played every one I 
can get my hands on and enjoyed each 
one for its own merits I'm even consid¬ 
ering trying out a few Arcade Adven¬ 
tures if they have a role-playing ele¬ 
ment to them, something I never 
thought I would do. 

It is unlikely that adventures will cease 
to be with companies like Magnetic 
Scrolls about, but I can't help but think 
that role-playing games will eventually 
take over the market. I also think that 
we will be seeing many more tradi¬ 
tional adventures appearing with more 
than a sprinkling of the role-playing 
elements within them. Personally I 
would like to see the two aspects of 
adventuring combined within one 
game, much as I love role-playing I 
also enjoy using the keyboard to con¬ 
verse with characters that I meet with¬ 
in a game. 

The RPG's seem to cover the middle 
ground between traditional adventures 
and arcade adventures and therefore 
appeal to a much larger audience. I 
can see software houses catering more 
and more for the role-players. Adven¬ 
turers have always been in the minori¬ 
ty when compared to arcade players 
and many software houses consider the 
adventure market too small to support. 
However, after the success of games 
like Dungeon Master I wonder how 
long it will take before someone 
comes up with the first clone. I know 
I would buy it. 

The concluding article 
in Sandra’s series on 
adventures will appear 
in the next Issue of 
CONFIDENTIAL! 


BACK EDITIONS 

Well, the Despatch Department 
have told me that the availability 
of CONFIDENTIAL is becoming 
a concern, so I am passing on 
their advice to get your back 
copies now. The magazine, while 
keeping topical, has many articles 
which are as timeless as the 
adventure game itself. So here is 
the availibility of this most 
sought-after mag: 

ISSUE ONE 
(Supplies dwindling!) 

The launch issue of the Club with 
articles written by Steve Cooke 
(on non-player characters in 
adventure games), Tony Bridge 
(on role-playing), Huw Colling- 
boume (in interview with Info- 
corn's Dave Lebling), Mike Ger- 
rard (on the mail order adventure 
scene) and Pat Winstanley (offer¬ 
ing advice to would-be adventure 
creators). 

ISSUE TWO 
(Less than a hundred) 

Including articles on Exxos, the 
Multi-User Dungeon (with 
Richard Bartle), Crazy Dwarf 
LRP, Michael By water and Keith 
Campbell's views on problems in 
adventure games. 

ISSUE THREE 
SOLD OUT! 

ISSUE FOUR 
(Ok) 

Highlights include the first of 
PBM coverage, MirrorWorld, 

John Barnsley’s look at mapping. 
Bob Cole's chess article and the 
return of Keith Campbell. 

ISSUE FIVE 
(Only ten left!) 

Spotlights include the Sierra On- 
Line Story from John Barnsley, 
Mike Gerrard gets to grips with 
some adventurous females. Info- 
corn's newies, 3rd Generation 
Games, Larry Laffer, and Michael 
Bywater's look at flight simula¬ 
tors. 

ISSUE SIX 
(Ok) 

The latest issuette with such siz¬ 
zling exposes as The Kingdom of 
Zork, Sandra Sharkey's adventure 
writing, Mythlore, the new play- 
by-disk game. Ranch Wars and 
Level 9's Scapeghost. 
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Having taken a look a quite a few of the 
live role-playing venues across the 
length and breadth of the British Isles in 
the last few issues, I thought it timely to 
recount my own experiences of running 
an adventure. Staging your own role- 
playing extravaganza is a minefield of 
potential problems, all of which can be 
solved with the right approach and a 
certain amount of foresight, but for 
those of you who have always wanted to 
try this unique hobby for yourselves - or 
maybe want to begin your own group - 
then this is the article to read. The 
three stages you will have to get through 
on this nightmare ride are Permission, 
Preparation and Presentation. 



PERMISSION 

The largest problem that you will 
encounter when trying to set up an 
adventure is finding a site. You can't 
really just turn up at the local park and 
hope not to get arrested. Even if you 
do happen to live near a huge forest 
with a Norman keep right at the centre, 
you still have to be very careful. 

Every inch of the country is owned by 
someone, and if you do not get permis¬ 
sion to stage the whole event, you still 
may get your rubber sword-waggling 
stopped by the Police. Tales abound 
of Forestry Commissions turning 
down existing groups and stopping all 
such activities due to damage, noise 
and the fact that everyone hates 
LRPers (except GM, of course!). Do 
not despair! The best thing to do is to 
make sure that wherever you are 
going, that you have written permis¬ 
sion by whoever is in authority and 
remember to take it with you on the 
day. This is of paramount importance; 
I speak from experience. 

PREPARATION 
Step One: Getting a site 
The genesis of any idea has to grow 
within the framework of the site. If 
you are thinking sci fi blockbuster and 
you've got a fully-functioning orbital 
space station, then that's great. But if 
you only have an abandoned sand-pit, 
it's best forgotten! I have explored the 
deeper dungeons of a Cloud Giant's 
castle, while really standing in a piece 
of pine woodland - and it is practically 
impossible to suspend reality that far. 


The best sites are still outdoor forested 
areas which are open to the public and 
not actually that well used, with plenty 
of deep woods to cross, away from 
public walkways. Really, it must be 
somewhere large enough so that you 
can set up encounters without the party 
tripping over the monsters, but also 
small enough so that you will not get 
impossibly lost. There are other places 
though - hills, unused areas of waste¬ 
land, if you are lucky a few ruins and 
others far too numerous to mention! 

It's just a matter of having a good 
search in and around your area. 

Once you have found a place that 
could be suitable, try to find out who 
owns it and approach them for permis¬ 
sion. It is best to be very practical on 
the telephone and make sure that you 
can answer such questions as numbers 
of people attending, how long the 
whole thing will take and a good, 
level-headed reason behind why they 
should let you have it in the first place. 
As I have said before, permission must 
be in writing. I was stopped halfway 
through my own adventure and only 
managed to carry on by virtue of the 
fact that they gave me the benefit of 
the doubt. You might not be so lucky. 

Step Two: Adventure planning 
This is where you get to squeeze your 
imagination to the full. There are 
three steps to planning a successful 
adventure; (i) Look at your experi¬ 
ences, resources and site, (ii) Think 
hard, (iii) Plan the adventure. If only 
it was that easy! The best, and without 


doubt the simplest, adventures concern 
quests. These can be for anything, but 
usually run along fairly linear and con¬ 
trollable lines. 

Quests are set around the collection of 
a series of pieces which each fit 
together to fulfil a set goal. The party 
can be given a Guide to help them 
through the day if needed, but make 
sure the Guide knows the area very 
well. It gets really embarassing when 
s/he wanders off course and ends up 
leading the party in circles for half (he 
adventure. 

The Guide can then be the person who 
is assigned to help the party on then- 
way to their goal or the person who 
needs help themself. To quote a sim¬ 
plistic example: A quest is set by the 
King for a group of brave and fearless 
adventurers to go and slay an Evil 
Warlock (capitals intended) who is 
threatening to destroy the whole King¬ 
dom unless he can marry the King's 
only daughter. The King assigns his 
advisor to take them across to the lair 
of a savage beast whose blood, when 
swallowed, gives the imbuer a total 
protection against magic, thus making 
them able to kill the Warlock and save 
the world. As you can see from this, 
there has to be three actual locations; 
the castle (or place where the King is 
met and the story is explained), the 
beast's lair and die Wizard's camp. On 
the way, there can be various encoun¬ 
ters, and all the time the Guide leads 
the group. 
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directions, found on a monster's scroll. 
Or a rumour that tells them to head for 
a particular landmark (say a tall tree, 
hill or whatever is visible). Or perhaps 
even a permanent part of the scenery, 
like a stream or horse track. Here 
again, use whatever is available and 
your imagination. The intricacies of 
designing and writing a quest, espe¬ 
cially when it has to function in a live- 
action adventure, cannot really be fully 
explained without actually doing it. 
Before trying out designing one, make 
sure you have made a few visits to the 
nearest commercial venture! 

Step Three: Monster making 
So now you've thought out your story¬ 
line and have the whole thing planned 
in your head. The next steps deal with 
the preparation for the day. Monsters 
are the lifeblood of any quest. They 
are things you can control, who can 
pass out rumours (at the point of a 
sword!), who will lead the party in cer¬ 
tain directions for you, and generally 
give everyone something to fight. 
Trying to balance an adventure is not 
really all that tricky. You don't want to 
favour any one type of adventurer - so 
don't make it all fighting, all puzzle¬ 
solving or, to cut a long list short: 

Don't make it ah anything! 

The sort of monsters you can have are 
again reliant on your resources. Only 
the best effects and costumes can 
allow you to get away with putting a 
dragon in your adventure, but it is sur¬ 
prising what you can do with a little 
imagination. Human or humanoid 
creatures are, of course, the easiest, 
and undead are always a popular 
choice, but to diversify slightly, here 
are a few ideas of other creatures to 
inhabit your imaginary world. 

For snakes, moulds, giant slugs or 
other such creatures: Try getting a 
green sheet and camouflage your mon¬ 
ster with it, then hand them a full 
water pistol for some surprising 
attacks. If the encounter is played 
right, the party should cautiously 
approach as they are told that it looks 


like a huge blob of slime and then they 
get covered with a liquid that could be 
acid, poison or just about anything. 
Snakes can blind with their venom, 
slugs could repel with a noxious scent 
that means the player has to shout out 
"I smell terrible!" every ten seconds to 
give the party's position away. 

Invisible creatures, will-o'-the-wisps 
and various apparitions: The standard 
sign that anyone is untouchable by the 
party (ie. they are not physically there) 
is to walk with one hand held up in the 
air. This is used for all such events as 
going invisible, phasing out of this 
plane, being gaseous, or just after 
being slain when the monster is mov¬ 
ing onto his next location. This can 
then be used to set up situations where 
monsters need to shift from place to 
place very quickly or become camou¬ 
flaged or invisible in the wink of an 
eye. By using two people, both repre¬ 
senting the same monster, you could 
have one in front of the party, while 
the other hovers behind with his hand 
in the air. Then the first can raise his 
arm, thus instantly disappearing while 
the other lowers, thus appearing. Very 
frustrating for the party as they usually 
have all their weakest people skulking 
at the back. Hehehe. 

Masks can be bought, and if you have 
the money I'm sure Mythlore will be 
able to make it for you. Yet if you're 
not related to Michael Jackson and 
haven't got a few million to spare, 
keep things simple. It won’t matter a 
jot if you use mercenaries, zombies 
and ores for the whole of the adven¬ 
ture, so long as it's enjoyable. And 
remember, if you are short of mon¬ 
sters, recruit from the party when one 
of their number dies. It keeps them 
from being bored for the rest of the 
day and you will feel a lot less restrict¬ 
ed on the encounter side of things. 

The way I solved the problem was to 
have anyone who died in this evil 
wood full of Necromancers rising as a 
zombie after about five minutes. By 
the end of the adventure, the few party 
members were pursued by about ten of 


the flesh-eating creatures. 

Costumes are essential if you want to 
make the whole thing even slightly 
believable, but these do not have to be 
elaborate. Simple tabbards (which are 
a strip of material about two feet wide 
and twice as tall as you, folded in half 
with a headhole cut in it, belted at the 
waist) and robes, plus old clothes and 
jumpers, can create the effects you 
require. Try to discourage jeans and 
anything blatantly twentieth century! 

Step Four: Accessories Ltd. 

So looking down the plot of your 
story, you are bound to see that some¬ 
where along the line you are going to 
need a prop. The props in all adven¬ 
tures turn out to be the same sort of 
items, but the commonest are swords, 
shields, scrolls and potions. These add 
another dimension to the adventure 
and, in the case of weapons, are pretty 
essential. 

Swords and shields 
These are the most awkward of the 
items and I don't have the space to go 
into any real detail. The best way to 
go about constructing sword/shields is 
by getting in touch with the nearest 
LRP group who will no doubt be will¬ 
ing to show you just what goes in to 
making these vital pieces of equip¬ 
ment. 

Scrolls 

Making scrolls is fairly easy if you 
have some unlined paper and some 
poster paints or a teabag. Once you 
have some archaic-looking parchment, 
find some pens and inks and enscribe 
your clues, messages, spells or what¬ 
ever onto them. If you want to be a lit¬ 
tle more cryptic you could use one of 
the various alphabets that are com¬ 
monly available from the local library, 
especially the Norse runes and Greek 
alphabets. Tolkien is also a good 
source for languages. Remember if 
you are using languages, that a way of 
translating them must be found, per¬ 
haps a particularly learned character 
starts off with it or acquires it from 
one of the monsters halfway through 
the adventure. 

Potions 

A quick raid on the local Off Licence 
is in order here, as you need a good 
supply of small and unusual bottles. 
Once you have a good selection, return 
home and empty them (I'm sure you 
won't need help here!). Once empty, 
remove all the labels and store them 
until the day. At this time, you can fill 
them with anything that is drinkable 
and harmless to the system. Try not to 
make the solution too obnoxious, but 
the sort of things that I have used are 
milk (various colours, but white looks 
the most unpleasant), cold tea, ginger 
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beer, blackcurrant juice or just about 
anything that looks a little strange. 

The idea is to make the party pick it up 
and think "Eh? What is this! I usually 
follow the rule of: the better and more 
useful the potion, the worse the taste'. 
But then again, I'm just a sadist at 
heart Sealing them is easy? Use a 
cork or seal with rolled-up cloth and 
wax. 

Step Five: The Storyboard 
This is the most important piece of the 
adventure, for without it you are real¬ 
ly going to be running a very hit-and- 
miss affair. The Storyboard is a con¬ 
cise list of everything that is to take 
place on the day of the scenario. It is 
made up of the background story 
(which will be read to the players at 
the start of the adventure and includes 
all the common knowledge and setting 
for the adventure), a list of rumours 
(for the monsters to possess and to 
reveal during the day), the unusual 
rules (which lists special details and 
effects that the players should know) 
and the all-important schedule of 
events (a written timetable of what is 
going to happen, where all the mon¬ 
sters should be and, if it all runs 
smoothly, what will actually transpire; 
do not worry too much about accuracy, 
no adventure ever goes to plan). To 
detail all these in order: 

Background Story 

As this will be revealed to the players 
before they begin the adventure, the 
background story can be as detailed or 
as scant as it needs to be. It should set 
the scene, telling the party where they 
are, why they are here and where they 
have come from. All the atmosphere 
and tension can be injected at this 
point, making the party feel as if 
'Right, this is it! Let's get going and 
kick something very wobbly with a 
crack in it!', if you see what I mean... 

If the main story is going to be passed 
on by an encounter with some overlord 
or King or whatever, then this will 
make the background simply a matter 
of scene-setting. If they are already on 
their quest to slay the King's foe, you 
will have to explain the situation in the 
opening story. 

Rumours 

To be quite honest, rumours are 
optional, but for very little effort they 
can add a great deal of atmosphere. 
Depending on the size of the adventure 
and the number of monsters, you could 
get away with about three per monster, 
where the first is easily obtainable 
(through idle talking or interrogation), 
the second only given under duress 
(and would therefore be more impor¬ 
tant information), while the third 
would have to be bribed or beaten out 
of the creature (and should really be 
the truth and something that is very 


Unusual Rules 

In any standard adventure, this section 
could be missed out altogether, but 
from my experience it always pays to 
inform the party of at least the basic 
layout of the scenario. As stated, in 
my adventure anyone who died rose as 
a zombie. This was stated in the brief 
at the start, just to watch their faces! 
This brief also included the fact that 
the adventure, even though it lasted for 
eight hours, would take place over 
three days game time, including two 
rest breaks; one in the forest, the other 
in a local hostelry. I told the charac¬ 
ters where the boundaries of the 
adventure were, how to react in the 
presence of the public and a back¬ 
ground for their Guide. I pointed out 
as an afterthought that only the learned 
magic-users were able to read, which 
would make them extremely valuable 
(but, again, I stress that they would not 
be essential) to the party in the solving 
of the adventure. 

The Schedule 

Now, comes the meat of the adventure. 
Here is where all your hours of copi¬ 
ous notes finally come together. It is 
always best to pace out the route 
before, during and after writing the 
schedule, as this will make the practi¬ 
cality of what you are planning very 
clear indeed. It will also point out var¬ 
ious places for the monsters to hide, 
make camp or just wander about until 
they find the party. My own schedule 
was divided up into three parts, which 
covered the three days that the sce¬ 
nario would cover. The first would 
take the party from an obelisk starting 
point to a meeting with the ArchDruid, 
before resting the night; the second 
involved going from his grove to the 
tavern; and the final part was the con¬ 



useful to know). False rumours should 
abound, especially in cases where the 
party gives the impression that they 
will let the creature go if they get some 
information; any information! Little 
white lies can be very' amusing, espe¬ 
cially if they are worded in such a way 
as to be misleading as well. 


frontation with at the barrowmounds 
with the Necromancer. A very simple 
plot, and even with the embellish¬ 
ments, it was still quite straightforward 
- at least on paper. In reality, things 
still went awry, most noticably when 
all the monsters got lost in the forest 
and didn't turn up for over two hours! 

The schedule consisted of a basic run- 
through of what was supposed to hap¬ 
pen in the way of plot (including rough 
timings made by pacing out the route 
and multiplying it by three), a list of 
the various encounters (with details for 
the briefing of the people who would 
actually play them) and a few special 
notes about props and contingency 
plans in case of emergencies like sig¬ 
nificantly over-running the time limit 
by more than half an hour or if the 
Guide got killed. Unfortunately, I did¬ 
n’t have any plans in the advent that all 
the monsters got lost in the forest and 
wouldn’t turn up for two hours! 

Step Six: The Rules 
Unless you are going to create your 
own set of rules (or even leave them 
open to role-playing which seems to 
be the growing fashion), you will have 
to purloin some for the day. Labyrinthe 
have a handbook of their rules, which 
is good enough to run your own 
adventure from, though there are oth¬ 
ers. If you have been to any live role- 
playing venue in the country, you 
could possibly have a good stab at 
recreating their system, though in the 
main spell vocals (on the player’s side) 
can really be a case of improvisation 
and a bit of acting. As long as things 
sound correct, no one is going to mind. 

With the above completed, all you 
have to do then is worry about every¬ 
thing going right on the day! Actually, 
you'll have quite enough work organis¬ 
ing everyone so that they actually 
arrive - make sure you start organising 
at least a month in advance! 


TO BE CONTINUED... 
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...THESE SHORT STORIES ARE GETTING BETTER AND BETTER... PERHAPS WE SCRAP O/S AND START A PUBLISHING COMPANY! 

And as The Boss he is always right. The quality of the stories that are landing on 
the Editor's desk are improving all the while. The latest offering is from Simon 
Scarrow who brings us a disturbing tale of the Apocalypse with a very nasty 
twist... But I'm telling you the plot. Let's just read on and enjoy the file this 
month, which brings us... 
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IDONT QUITE know how to begin 
this, too much has already happened 
for me to think straight at the moment. 
Maybe if I just tell it simply you will 
be able to understand what happened 
here. When Anderson and I first con¬ 
ceived of the TLON programme we no 
more envisaged its final result that we 
did our reactions to TLON's projec¬ 
tions. I shot Anderson exactly an hour 
ago and as soon as this confession is 
completed I will leave for the airport. 
But before I flee the country, Casey, I 
must offer you some kind of explana¬ 
tion to avoid being labelled a madman 
and traitor. After all you were the first 
man we approached who took our pro¬ 
ject seriously, then you provided all 
the funds for TLON, and ensured that 
our work could be conducted without 
any interruption for these last two 
years. 

As you know our original brief was to 
create a programme for the Pentagon 
computer intended to mimic nothing 
less than the processes of life itself. 
The programme we created, with the 
un-knowing aid of hundreds of other 
people in our field, was designed to 
locate, store and assimilate all record¬ 
ed knowledge, to gather data from 
every field of the human experience, 
from our writings on the past to every 
manifestation of the present. TLON 
was to embrace everything from plate 
tectonics to sub-quarkian physics, 
from science and art, from Euclid to 
Jeffrey Archer, eventually it would all 
be there in the memory banks of the 
world's largest 9,000 series computer. 

Nine months ago Anderson and I fin¬ 
ished compiling and debugging the 
programme, and ran the first phase. 

For the next five months the Pentagon 
computer gathered and gleaned every 
tiniest scrap of historical information 
and ultimately caught up with the pre¬ 
sent so that now virtually any data 
transaction anywhere on the planet 
would update out computer through 
TLON. We kept you informed of all 
this and then proceeded onto the sec¬ 
ond phase where TLON began instan¬ 
taneous assimilation of incoming and 
existent data to simulate subsequent 
eventualities; TLON would actually be 
able to predict the future. 

At last the intelligence service would 
be forewarned about every political, 
military and economic development 
anywhere in the world. As you recall 
our first major discovery revealed that 
the Soviet's Strategic Defence Initia¬ 
tive lagged ten years behind our own. 
TLON had already proved its immense 
value through this projection alone so 
Anderson and I confidently continued 
and instructed TLON to project even 
further into the future. Then we 
encountered the problem that has 
brought the whole project down. 


Twelve years from now, TLON fore¬ 
told, there will be a war which will 
totally destroy all traces of life on this 
planet. TLON could provide no data 
for any period after 12.43 am on 22nd 
January 2009. You will remember that 
Anderson and I explained that the fur¬ 
ther foward the programme was asked 
to simulate the greater the possibility 
of small inaccuracies in its predictions. 

This is due to the minor influence of 
non-literal data, emotions, spiritualism 
etc., all those things that exist beyond 
the range of recorded words. However 
TLON indicated that these elements 
were not to blame. At first we thought 
there must be a bug somewhere in the 
programme but TLON’s on board fault 
detection and analysis system could 
not trace any programming error at all. 
So we switched over to the data verifi¬ 
cation facility and for over a month 
TLON re-collated and re-examined its 
entire memory. Still came the predic¬ 
tion of annihilation in twelve years 
time. Fearing that we were somehow 
at fault Anderson and I did not reveal 
TLON's prediction to anyone; as far as 
the Pentagon knew the programme 
was merely engaged in simulation 
tests. 

Faced with the knowledge of the pre¬ 
cise moment of Armageddon we 
decided to eliminate data variables 
until the prediction changed and then 
we would have identified the cause of 
the impending war, and so for every 
waking hour of the last few months we 
have been altering the data piece by 
piece, waiting for the final output to 
alter in some way. We were pes¬ 
simistic at first and altered non-human 
influences. 

We 'de-created' the division of the con¬ 
tinental plates, restricted the extent of 
the last ice age, did away with the rub¬ 
ber tree, oil and Uranium, we even 
reduced the global climate to one con¬ 
stant temperature. But the prediction 
did not alter by so much as one sec¬ 
ond. The earth remained doomed. We 
then restored all the true data and 
hopefully turned our attention to the 
human race. 

If, we reasoned, the problem lay with¬ 
in us, then surely it could be isolated 
and 'treated' to avoid the war and thus 
prolong our survival. Accordingly we 
started by eliminating the Roman 
Empire, the American Revolution, 
Christianity, Homosexuality, Racism, 
Structuralism, Marxism, Capitalism 
and then moved on to specific histori¬ 
cal characters such as Lincoln, Lenin, 
Hitler, Reagan and Gaddafi before 
finally turning to all the names stored 
on computers throughout the world. 

Then, just before the data was exhaust¬ 
ed, we received the message that the 


variables in question had been located 
and tested. There were only two 
words on the printout: "J.M.Anderson, 
A.S .Schiklegruber". 

Once we had recovered from the initial 
shock we requested an immediate 
explanation and waited for the reply. 

"You are the cause for the world's 
destruction because you created the 
TLON programme, and you professor 
Schiklegruber will provide the Soviet 
Union with the necessary information 
to produce a duplicate Total Logic 
Oracle Network. As soon as the Unit¬ 
ed States becomes aware of its exis¬ 
tence they will be obliged to launch a 
pre-emptive attack upon Russia. A 
global thermo-nuclear war will ensue.” 

At first Anderson and I thought that 
this was preposterous, I had never 
even contemplated the slightest degree 
of sympathy for the Soviets. Indeed 
my very reasons for inaugurating the 
TLON project were bom out of my 
hatred for what the Russians had done 
to my homeland. But hatred is only an 
emotion and over the long hours fol¬ 
lowing TLON's pronouncement I saw 
reason, crystal clear and pure. If the 
United States alone possessed an awe¬ 
somely precise prediction mechanism 
the Russians would never be able to 
rest easy, knowing that every operation 
they planned had already been antici¬ 
pated. The only way out of this situa¬ 
tion would be to launch an unplanned 
spontaneous all out strike. That, and 
only that, would counter the strategic 
inbalance created by the advent of 
TLON. 

So you see, my dear Casey, Anderson 
and I have actually pushed the human 
race to the brink of extinction. Far 
from solving our Strategic problems 
TLON has exacerbated them, fatally. 
Since TLON could not be uncreated 
the only logical solution to the dilem¬ 
ma was to provide the Russians with a 
similar device and sabotage our system 
to delay its completion. 

Although TLON had predicted this 
course of action would lead to the war, 

I reasoned that there would be no con¬ 
flict as long as both sides developed 
the TLON capability simultaneously. 
Of course it would take the Russians a 
considerable while to produce the nec¬ 
essary technology to implement the 
programme but I anticipate that in 
approximately one decade both sides 
will possess TLON. Since the danger 
of a spontaneous attack will then apply 
to both sides they will have no alterna¬ 
tive but to disarm as completely and as 
quickly as possible. So ran my 
thoughts. 

* * * * 
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...BIG RON, I THINK THAT YOUR BIG HARD ONE WAS A LITTLE BIG, A LITTLE HARD AND ONE WAS THE NUMBER OF CORRECT ANSWERS... <SIGH> 



This is an easy one, but this is only becuase The Boss has told me to keep it quick. So let's have everyone winning prizes this Issue! 

ACROSS 

I. Space station shoot-out game (6) 

4. They could be held by 3 Down (8) 

10. Rally round this sponsor (7) 

II. You could be this trying to solve this (7) 

12. Marine life (4) 

14. You could do this, adventuring (3) 

15. Pore this too much and you're for the drop (4) 

16. He may be blood or scarlet (7) 

20. Sadness about this code (7) 

21 This one too, as well (4) 

24. Not fresh, remove Saint: drink (3) 

25. Black bird from the 3rd line (4) 

27. Hero Thompson gets the wind up (7) 

29. He's in charge of the squad (7) 

31. Lunar area invisible from here (4,4) 

32. Four of these to a pound (6) 

DOWN 

1. You'll be damned in this game (8) 

2. U.S. tramp (3) 

3. Rain from an eastern State (4) 

5. These secrets are open to members (8) 

6. Partner in sport (8) 

7. Label turned for a pistol (3) 

8. Screen football (6) 

9. Slide into laziness (5) 

13. This challenge could be one of a group (7) 

14. This precedes 31 Across by 200 years (7) 

17. Play god in this (8) 

18. Given as design (8) 

19. Fast one on tape (8) 

22. Desired, for reward? (6) 

23. Money made by Bounty-Hunters (5) 

26 . A backward Force, some way away (4) 

28. Average score (3) 

30. Sacred one in India (3) 
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-A. PUZ2X.E BY NEIL SI XTT^IV^YYINJ 


A slightly different puz¬ 
zle, sent in by one of our 
members. This tricky 
logic problem should 
keep you busy for a 
while deciding who did 
what, with what and to 
whom!?!! 

"This looks like a good place to rest 
for the night", said the wizard as he 
led the intrepid band of adventurers 
out of the dark forest and into a clear¬ 
ing. He threw down his staff and 
opened his book to do some spelling 
practice while the elf gently placed his 
harp on the ground and went to help 
the dwarf collect wood for a fire. 


"About time too", gmnted Moldo the 
gnome, easing off his size 47's. "My 
feet are killing me." He lobbed the 
boots at Wilbert's pet vulture which 
settled nearby and sat down to inspect 
his blisters. 

Before long the soup was bubbling 
away and everyone was looking 
foward to a good meal when suddenly 
all hell broke out. The ground next to 
Girion heaved and a giant Formicant 
emerged, spitting acid. An Ore, bran¬ 
dishing a blood-stained cleaver 
jumped out from behind a tree, and a 
chilling screech from above made 
everyone look up to see a Swooper 
hurtling towards them, its razor sharp 
talons glinted in the moonlight. The 
foul stench of a Whiffler momentarily 


paralysed them and, as the evil beast 
broke through the undergrowth, they 
were even more dismayed to see an 
axe-wielding troll sitting atop its 
brawny shoulders. 

Craven was the first to react, not sur¬ 
prisingly by trying to run away, but, as 
he did so, his foot caught the staff and 
propelled it straight into the eye of one 
of the attackers. The vulture had been 
playing with the bootlaces and shot 
into the air with the huge pair of boots 
dangling from his beak. Unable to fly 
very well like this, however, he quick¬ 
ly dropped them and they smashed 
onto the head of another intruder. 
Moldo managed to defeat an attacker, 
too, but it wasn't the Whiffler or the 
Ore. Horace didn't kill the Ore either. 
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One member of the party grabbed the 
harp which was close at hand and 
threw it at the Swooper. As the strings 
sliced its head to ribbons the Swooper 
just glimpsed the fire being kicked at 
one of its fellow attackers which 
promptly burst into flames. The Elf 
killed something, but it wasn't the 
Whiffler or the Formicant, the latter 
being dispatched by Wilbert. Someone 
used the boiling soup to good effect 
but this wasn't what got rid of the troll 
or the Formicant. In fact it was the 
dwarf, who wasn't called Horace, who 
was able to boast later at vanquishing 
the troll. 

It was all over in a few moments and, 
when the party took stock of what had 
happened, it appeared that each mem¬ 
ber had been responsible for the death 
of a different attacker. They had really 
been very lucky but, and they sat 
around telling each other how clever 
they'd been, they quickly convinced 
themselves that they'd pursued the 
only logical course of action! And, 
using logic, can you work out the 
name of each creature and say who 
used what to defeat which attacker? 

Can you solve this logi¬ 
cal mindbender? 


PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! 


LAST ISSUE’S SOLUTIONS 



The winners of the Cryptic Cross¬ 
word No. 3 were: Jonathan Dicks of 
South Petheron, Sue Heathcote of 
Poynton, M. Lockheart of East Grin- 
stead, Stu Phillips of Nottingham and 
Rick Taylor of Frodsham. Well done 
and it's good to see a few new names 
coming out of the hat. The final Cot¬ 
tage solution is solved by >show 
fire/lamp to Guardian >press 'C' 
>press 'A' >press 'N' >press 'A' 


>press 'K' >press 'A' >press 'A' 

>press L'. If you are wondering how 
you worked that out, it all comes 
down to the rhyme. The numbers 
mentioned in each line referred to the 
letter on that line to be used. There¬ 
fore: 

Five £lAws high by seven stones 
long, 

S tANd s the dark fourth door of the 
three, 

BeAr Keys of five magicks for a lock 
twice the third , 

Light the candles by one you shall 
see. 

The tricky bit was taking the A twice 
in the third line! Three winners this 
time: Richard Fielder of Harrow, 

Neil Shipman of Bristol and the irre¬ 
pressible Ian Urquhart of Edmonton 
(see below for the Epilogue to the 
whole puzzle). 

• ••••• 

Send all entries for the Cross¬ 
word and the Luck Or Logic 
puzzle to John Knight at the 
Official Secrets address and 
win loadsamoney-off vouchers! 


PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! 


TPIH 
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Passing the fiery figure 
by extending the lamp 
and showing that you 
have brought fire with 
you on your journey, 
you step toward the 
heat of the door. Reach¬ 
ing out for engraved 
wheel, you read the 
rhyme and decypher the 
clued letters. Pressing 
each of them in turn, 
you watch as the wood¬ 
en segments depress 
into the portal and as 
the portal itself swings 
silently open. Breathing 
easily again as the heat 
begins to fall to a man- 
agable level, you take a 
final step across the 
threshold and into the 
last room... 

For all but one man that step is the last 
they will ever take, for in that 
moment, they are assailed by all the 
elements combined. Fire bums their 


flesh, as water drowns them and air 
spits lighting to char their bones. To 
the earth they fall which claims them 
and soon they are no more but a mem¬ 
ory to this enchanted place. 

This is the fate for all men, but one. 
And that one is Ian Urquhart. He 
alone has fathomed all the riddling 
rooms of this cryptic cottage, has 
defied demonic incarnations of the 
elements and battled a brain-sizzling 
series of conundrums and has risked 
life and limb to penetrate the inner 
sanctum of this mazing place. 

Lit only by the lamp he holds, he 
stands in a confined room without 
windows and only a single door. It is 
plain and simple, with a modicum of 
furniture - a table and a few shelves 
are all the comforts here - and he 
stares around at the objects that lie 
here. Yet he sees only rotting books 
on the shelves that crumble to dust at 
his touch and the decrepit remains of 
archaic potions and dusty unreadable 
scrolls. Whatever magics were kept 
here and guarded by such traps as he 
has confronted, there is none left now. 
It has taken so long for anyone to get 
to this place that the artefacts that 
were here have perished. He even 


catches sight of the mouldering bones 
of this Cottage's owner who lies 
beneath the table clutching his pre¬ 
cious Spell Books. For he wished not 
to let his power fall into the hands of 
any other mortal, so he hid himself 
away in this impregnable fortress and 
fashioned a prison around him. 

Stooping down, the adventurer illumi¬ 
nates the dead mage and sees some¬ 
thing sparkle in the dancing light of 
the lamp. His heart leaping, he reach¬ 
es out a cautious hand and lifts a 
wooden box from the Wizard's boney 
fingers. It is inlaid with patterns and 
carvings and he trembles as he reaches 
for the lid. Opening it, his eyes fall 
upon his prize and his heart warms at 
it For here are all the elements com¬ 
bined to form an article of pure magic; 
an item of shadow which is created 
when all are placed together in one 
place. At the centre of the Wizard's 
Cottage, Ian Urquhart has found a glit¬ 
tering crystal. It is a worthy prize. 

Well done Ian! More 
puzzles in the next 
Issue! If you have any 
ideas, send them in! 
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...WHAT HAPPENED TO ALL THE LETTERS ON MY ASSASSINATION? TELL THOSE MEMEBERS TO GET OFF THEIR HAUNCHES AND GET WRITING 

FOR YOUR EYES ONLY... 


Ring! Ring! -click- "This 
telephone hasn't 
stopped ringing since 
last Issue concerning 
both the Zork article 
and the continuing cen¬ 
sorship problem. My 
post tray is now full to 
overflowing, so let us 
start by kicking off with 
a letter about the whole 
Infocom puzzle... 

Dear Man In Black, 

Having bought a disk drive on my old 
Atari 800 just to play the Zork trilogy 
of games, I must say that now (as an 
Atari ST owner) I am very upset that 
they appear to be ignoring the machine 
completely. What is happening? 

Even on their latest releases for the 
IBM PC and Amiga, there has been no 
advertising that I have seen and there 
is no news as to when, or even if, there 
will ever be any further support of this 
machine. Can you tell me? 

All the best, 

Malcolm Barnett, London. 

The Man In Black says: I have been 
in touch with Activision (Infocom's 
distributors in the UK) and they are 
very unsure about whether there will 
be any ST versions of Infocom's new 
games. They said that I would have 
to speak to Mediagenic direct in the 
States and ask them, as it was their 
decision as to which games they would 
release. So that's what I did and Info¬ 
com told me that they release titles 
only on the reccomendation of Activi¬ 
sion UK! I'm afraid that no-one really 
knows and you end up running in cir¬ 
cles until your head hurts. All I can 
say is that there are rumours that Zork 
Zero will be coming out due to pres¬ 
sures from the adventuring world, but 
when I have no idea. Don't hold your 
breath! One thing I did discover from 
Infocom is that they are no longer pro¬ 
ducing any of their back catalogue of 
games, so when stocks dry up, there 
will be no more. 

Dear Sir, 

I would like to take this opportunity to 
tell you about the Home Computer 
Club. Becoming a member of this 
club was the worst thing I have ever 
done in my life! If you join, you can 
pick three software tides at unbeliev¬ 
able prices (eg. Atari ST Outrun for 
only £3.45, good eh!'. But wait, axe 
the prices always that good? You must 


be joking! This is just their, and I 
quote, "Great New Offer". New? I 
joined three years ago and it still says 
the same thing now. Next, you have 
to buy a game AT LEAST every eight 
weeks. I joined the Spectrum Club, 
and to my horror, the prices were 
extremely high and the games were 
old hat. I wouldn't have been sur¬ 
prised if Frogger or Horace and the 
Spiders had turned up in their cata¬ 
logue! Also, if you didn't order a 
game in eight weeks you were sent the 
most expensive game on the list So if 
you had a money problem, tough! 

All I have to add is whatever computer 
you own, DONT JOES'! In compari¬ 
son, Special Reserve offers good 
prices, good service and fast delivery. 
You're the best I can find. 

Yours, 

Allen DameU, Stevenage. 

The Man In Black says: This sort of 
selling is common throughout these 
sort of Clubs. Read the small print and 
then pass it by. But moving onwards... 

Dear ’Man In Black’, 

Just as a matter of interest, in your (I 
assume it was you) interview with Pete 
Austin when you ask him about 
Gnome Free, he says that what he 
actually said was that he would like 
there to be a third Ingrid game, rather 
than that there would actually would 
be one. Ahem, yes, we aU know we 
journalists do get things wrong occa¬ 
sionally in the search for a good story, 
but I suggest you point Pete in the 
direction of the packaging for Ingrid's 
Back which states that Gnome Free 
will be published in May 1989. Per¬ 
haps whoever designs their packaging 
should choose their words more care¬ 
fully too! 

By the way, I’ve today received the 
Plus-3 version of Myth and will perse¬ 
vere with my attempts to get one or 
other of them to load! 

Best wishes, 

Mike Gerrard. 

The Man In Black says: Well, now 
that's something I didn't know. And 
sure enough, when I checked my own 
copy, I found the mention! But onto 
more serious matters... 

Dear Mr. 'In Black', 

I'm distraught! 'Shocked of Muswell 
Hid' has dashed my hopes of ever see¬ 
ing a full frontal on your pages. Your 
Club should cater for the more mature 
reader who gave up reading the report¬ 



ing techniques of Zzap 64 (were there 
any?) for the more refined and calming 
reviews found in Playboy or Pent¬ 
house. Don't let 'Shocked of MusweU 
Hill' influence you in any way. Show 
Asteroth in her full colours, strip Vera 
down to her erotic underwear and take 
pictures. I must go now, I have an 
appointment with a cold shower. 

Yours, 

Distraught from Dagenham. 

The Man In Black says: I think that 
that is really something we should ask 
Vera. I know that this starlet is bask¬ 
ing in her current popularity, but a cen¬ 
trefold? Hmmm... I think it'll have to 
be cold showers all round! 


The date of this annual event has 
now been finalised for Saturday, 
21st October 1989. Some of the 
CONFIDENTIAL Team will be 
there and so if anyone is interest¬ 
ed, ring the Adventure Helpline 
for details of how to attend, price 
of tickets, etc. 

The organisers have an enormous 
pavilion and stalls for quite a few 
companies, plus an evening meet¬ 
ing of all the MUGgers (Multi- 
User Gamers) including Shades, 
MirrorWorld and MUD. 

Don't miss out on this exciting 
day! 


Until next Issue..." click- 
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The SpeAkEAsy 



tain member of the 
adventurering circle that 
everyone who is anyone 
knows; The Grue. Hav¬ 
ing received a copy of 
Amiga Action, I was 
pleased to see that he 
had finally made the big 
time by having his own 
adventure column, but 
then this letter arrived 
stating that The Grue's 
name was being used in 
vain. Confidential 
investigates... 

If you've read the first issue of Amiga 
Action, you'll see that their adventure 
columnist is calling himself The Grue. 
Well, contrary to what you might 
expect, this is not the real Grue whom 
I know you've spoken to in the past for 
information on Infocom adventures. 

Amiga Action have effectively 
stolen the name 
The 


Grue - and, indeed, from the way the 
column is written, they're no tonly 
trading on the name, but also on die 
excellent reputation and goodwill that 
the real Grue has built up over three or 
four years writing in various maga¬ 
zines and his services as a help-liner. 

As I'm sure you know, he currently 
writes in Adventure Probe, one of the 
specialist magazines for adventurers 
which you've been good enough to 
advertise in the Dead Letter Box, and 
he appears as a help-liner in ACE. He 
has done both of these for some con¬ 
siderable time and hundreds, if not 
thousands, of adventurers know about 
him. Indeed, many will have spoken 
to him and been delighted as he helped 
them through a particularly tricky 
problem in his friendly North-Country 
voice. 

Needless to say, The Grue is extremely 
upset about this, and all of us who 
know him are doing our utmost to get 
the Amiga Action columnist to change 
his pseudonym. 

The more letters that the magazine 
gets, then the more likely it is that 
they'll take some notice - and as you're 
advertising in it, they'll probably take 
even more notice if you were to 
express your disapproval too. So, I'm 
really writing to ask if you would 
please write to and/or speak to the edi¬ 
tor. Alter all, how would The Man In 
Black feel, if someone else started 
calling himself The Man In Black - or 
even The Mon In Bluckl 

Keep up the good work with Official 
Secrets. 

Yours sincerely, 

Neil Shipman. 

The Man In Black got onto it 
straightaway. He reports: 

"Unable to get 
The 


Grue into the spotlight (naturally), I 
did talk to a spokesman who said, in a 
very definite North-Country accent, 
that Amiga Action had been in contact 
with Adventure Probe's Mandy 
Rodriges. He said that the matter was 
being sorted out, but he had not yet 
received any actual word from the 
magazine itself. 

"This is, we have confirmed from the 
magazine, going to cease after issue 
three, as it was already too late to do 
anything about it for the following 
issue. Apparently, the real Grue will 
turn up and defeat the false Grue in 
some superhuman battle - but it really 
is quite messy for a new magazine to 
muck about like that. But one thing is 
true... 

Whoever was writing 
their computer games 
column could have no 
real knowledge of the 
adventure field if they 
hadn't ever heard of the 
real Grue, could they? 


The Man In Black 
would like to thank 
Neil Shipman for 
bringing this matter 
to our attention - if 
you have any matters 
you would like the 
CONFIDENTIAL Team 
to sort out - get in 
touch and well see 
what we can do! 



putt" 1 , 
nan V° u 

The offending page that left all true adventurers in the dark.. 
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Some months ago John Trevillian decided to emulate the type of stunt he'd seen in The 
Dukes of Hazard. Miraculously, he escaped unscathed from the incident and even 
managed to drive his battered Renault 11 back to the relative safety of the office car 
park. Below is John's account of his accident, precisely as he gave it to the insurance 
company. We felt he might enjoy reliving the experience, by reading his account of it 
again. Attempted assassination hasn't been ruled out, but perhaps the real cause of the 
accident was the pair of bald tyres and the slow puncture in the right rear. Of course 
John is not aware that we are including this page, so we hope it comes as a nice sur¬ 
prise. 


THE SCENE OF THE CRIME 



S-CA/v -Qt>rv\ po'iTft op- n'lCu* 


The road was clear of all traffic and damp 
from afternoon rain - but every couple of 
miles thin stretches of mist covered the road 
for a few seconds (a count of 1, maybe 2). I 
had just left Nulfield, a small town in the 
middle of the countryside and the speed 
limit had risen to 60 mph. 

The road was straight and I had just 
increased in speed due to a slight hill when 
I went into another strip of mist which hid 
two sudden turns in the road; first to the 
left, then to the right. I did not see any sign 
indicating this - my only knowledge that the 
road was turning was when I saw the white 
lines cross beneath my car. 

I corrected my steering, the re-corrected as 
the road turned again. The dampness of the 
road did not help this, but I managed to 
keep the car from going out of control. Yet, 
in the conrus::r.. i left the ::aa there was 
no kerb) and thr: _gh s: me : : m he age. 


There was about a ten foot drop 
beyond this onto the patio/driveway 
outside 33 Nulfield Road. I hit the 
left side of the car on a stack of 
bricks (we cannot tell if I landed on 
them or caught them as I 
went past) and skidded to a halt in 
the rockery. The bricks softened the 
impact, though the tyres left marks 
on the patio and the car suffered 
extensive internal cracking and 
breaking (not apparent at first). 

The owner of the house said it was 
the fifth accident on that comer in 
three weeks. 
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